Magic: the Quiet Evening In 


So my car’s been on the fritz lately and also I’m out of the medications that 
make dealing with other people bearable and I think the dust that has been 
accumulating on my Magic cards is giving me an allergic reaction, so I’ve been 
exploring ways to play Magic: the Gathering without other people. 


Every time you google “solitaire Magic” or the like, you’re lead to something 
like a Reddit thread where a legacy player, one-eyed, and bent with age says, “Eh? 
Solitaire Magic you say? Those are the Old Words only spoken by the Forbidden 
Ones.” Then they take a lamp and a cane and lead you downstairs to an angelfire 
site or a mothership link that’s so old the card images don’t work anymore. 


Channeling Dovin Baan, I thought “it’d be more efficient to punish people by 
putting all those terrible links into one document.” Hence, this reference text, which 
is like a dictionary or an encyclopedia. 


DO NOT READ THIS COVER TO COVER! 
That said, M:QEI--not Qwee--is organized thusly: 


The first part is Solitaire Game Concepts. Solo versions of Magic: the 
Gathering have some recurring ideas that run throughout them. The notion of 
creatures attacking creatures, point systems, how a “non-player player” controls 
objects, making decisions for an opposing player, and a few other things. 


The second part is The Overview. It describes several methods of playing, 
gives their source, describes their rules, includes the results of my playtest, and 
gives some possible variants. This is a place to get a taste of what’s available. 


Next are the Lessons Learned. This section talks about concepts behind 
solo games and how to structure the rules for your own Magic solo format. 


Rules is the proper final section. It includes the reformatted rules for most of 
these rule sets in the same order they are found in the overview. Images of some 
card sets and play aids are included for you your convenience. 


Appendix A is a collection of the original rules for non-Wizards formats 
created by other players. They are included here for posterity and to make the 
Rules section look good in comparison. 
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Solitaire Game Concepts 


Pretty Standard Disclaimer for This Kind of Thing 

It’s fuckin’ solitaire; what do you want? If you’re the type of person who has 
trouble inferring from context clues: this is a 50 60 7@-page really big solitaire 
document, and I’ve tried to make it clear and comprehensive. I even put a table of 
contents in it. 

However, I can’t cover every scenario, especially with Magic being a game 
that constantly pushes the boundaries, overwrites its own rules, and--you know all 
this; you play Magic. 

If you’re not having fun with something, try fixing it. If something doesn’t 
make sense, get me on reddit or twitter (u/vanvelding and @vanvelding) and I'll 
see if I can explain what I meant and put it on a list of patch notes for the text. You 
may also contact me to say I forgot something when what you mean is that you 
think it was important enough to include but I didn’t. I’ll block you, but you can 
definitely do it if that’s what gets your nethers slippery. 

But honestly, I have zero authority and own virtually none of this stuff. You 
can change these rules however you want so that you can have fun when you’re 
between matches or waiting for a pizza to arrive or listening to a podcast. 

This bloated tome is built for you to skim and pick over like a vulture so that 
you can amuse yourself in whatever way you see fit and maybe in the process get 
some new insight into Magic, some old cards, or even gaming as a whole. 


Non-Player Players 

Many versions of Magic solitaire wrap themselves into knots trying to talk 
about the entity that you’re playing against which isn’t a player because you’re 
obviously the only player here and but which still acts within the Magic: the 
Gathering rules as an entity controlling objects, declaring targets, and having a life 
total exactly as a player would. 

Fine. Throne of Eldraine just came out and Jousting Dummy gives us the 
perfect concept for this: Syr Nobody. Syr Nobody is a non-player player who 
controls creatures, spells, etc. and can be targeted by anything that could target a 
player and owns zones and sometimes has a life total and declares blockers, etc., 
etc., etc. 

This guide will refer to Syr Nobody as an opposing entity controlling objects, 
declaring targets, etc., etc., for clarity. If Syr Nobody must make a decision and 
their decision is not determined by the rules of the format you’re playing, you make 
that choice for them, remembering they will make the decision that will be the 
worst for your strategy of attempting to win the game. 


Departures from the Norm 

This should be obvious, but it bears saying that when you are making any 
Magic: the Gathering format: You always start with the rules from Magic: the 
Gathering. Each departure from those rules is noted in the rules that you’re 
making. The only times you need to begin sentence with “just like in normal 
Magic...are when there might be some confusion in the course of explaining your 
format and when you are tired of life and would like to give me a plausible pretext 
for delivering unto you the sweet release of an assisted suicide that will feel a lot 
like murder. 


Creatures Attacking Creatures 

Creatures attacking creatures is a common concept in solitaire and one that 
is unsupported by normal Magic rules. It’s one that most players intuitively get 
though. 

Let’s go over it. A creature can be declared attacking another creature so 
long as: 

e The attacking creature is able to attack and not barred by having 
defender or by not being under the battlefield continuously since the 
beginning of your turn--say it with me now--"just like in normal 
Magic.” See? We don’t have to say this anymore. 


The creature being attacked is a blocking creature for game purposes. They 
get “when this creature blocks” triggers and are affected by effects which affect 
“blocking creatures.” 

Unless otherwise stated, abilities which affect a creature being able to block 
another creature do not apply. A black creature is not able to block a creature with 
protection from black, but that black creature can be attacked by a creature with 
protection from black even though it would mean they are technically blocking a 
creature it would be impossible for them to block. 


Attacking Multiple Times 

Often times, a format will say that a player can declare several attacks per 
turn. This just loops from the Declare Attackers Step to the Combat Damage Step 
until the active player declines to attack again. Then, the End of Combat Step 
begins. 

Remember that damage is not removed until the end of a turn so even large 
creatures engaged in multiple combats a turn can be brought down through 
attrition. Note that something as modest as a 1/1 creature with vigilance will be 
able to destroy any creatures with 0 power it can attack, but that’s a corner case. 
For the formats which use these rules, evaluate if this change in power level is 
within the expectations of the format, if it merely defies your preconceptions of 
what cards are “good,” or if it is truly broken. 


Point Systems 

“Winning” is a weird victory condition when playing alone. It doesn’t mean 
anything except that you triumphed over a scenario over which you had almost 
complete control. There exists this disdain towards a story about how you won a 
tight game of solitaire that doesn’t exist towards playing, say, a video game by 
yourself. 

However, a point system can provide feedback about a deck in a way that a 
simple win/loss against an automated system can’t. If you’re eschewing the format 
of a Magic game, conventional victory might not even mean anything. Besides, the 
life system is just a flavorful point system. 

When using point systems, It’s important to note points which are counted 
during play (“each card draw,” “each time a creature dies”) and those which are 
counted at the end of play (“life total,” “remaining creatures on the battlefield”). 


When Zones Are Missing 

What happens when you return a card to someone’s hand but they don’t 
have a hand? Exile? Does Syr Nobody use the stack? Under “Departures from the 
Norm,” the default assumption is that Syr Nobody has the same zones as any other 
player. 

However, some solo formats don’t use one zone or another. Returning a 
creature to the hand of a Syr Nobody that doesn’t use its hand for anything is just 
the same as killing it. 

As a rule of thumb, a card moves ‘forward’ in the following order: library, 
hand, stack/battlefield, graveyard, and exile. 

If an effect moves a card forward in this order to a zone that doesn’t exist, 
move it to the next zone of the player in question that does exist. Every format 
here has a battlefield, a stack, and an exile zone, or at the very least doesn’t 
prohibit them, so this should be sufficient to handle most simple cases. 

If an effect moves a card ‘back’ in this order, move it to the first previous 
zone of the player in question that does exist. This is a bigger deal because missing 
hands and libraries are far more common in solo formats. Cards moving forward 
always end up in exile, but without a library, there’s no backstop for your 
Unsummonses and Chaos Warps. 

If a card would be moved back to a zone that doesn’t exist, exile it with a 
counter for each backward zone from where it started to where it should have 
moved (there will be an example later) . During the upkeep of that card’s owner, 
remove the token of the earliest zone on it and see if it can be moved to that zone. 
If it can’t, continue play. If it can, put that card in that zone. If a player would 
remove a counter from a card exiled this way, but there are no counters on it 
return it to the zone it was originally at when the effect occurred. 


Example: Reclaim reads “Put target card from your graveyard on top of your 
library.” If a player Reclaim in a format where players have no library or 
hand, then the player targets a Runeclaw Bears in their graveyard, but 
cannot place it onto their library. 


Instead, they exile the Runeclaw Bears with a counter on it for each zone 
from the graveyard to the library: graveyard, battlefield, hand, and library (if 
they had targeted an instant or sorcery the battlefield counter would have 
been a stack counter). 


On their next upkeep, they look for the counter of the earliest zone on the 
Runeclaw Bears and see that it’s the library counter. They remove the library 
counter and check to see if they have a library. They likely won't have gotten 
a library since the turn they cast the Reclaim, so they continue with their 
turn normally. 


On their next upkeep, they look for the counter of the earliest zone on the 
Runeclaw Bears and see that it’s the hand counter. They still don’t have a 
hand, so they remove the hand counter and continue with their turn 
normally. 


Finally, on their third turn after casting the Reclaim, they see that the 
battlefield counter is the earliest counter on the Runeclaw Bears. That player 
does have a battlefield, so they put the Runeclaw Bears onto the battlefield. 


There’s no zone before the library, but if a card would be moved from any 
zone to a library and there’s no direction for where to place it, put that card on top 
of that library. 

The stack and the battlefield are at the same place in order. If an effect 
would cast a spell from some zone or if the card being moved is a sorcery or 
instant, it’s cast and placed on the stack. Otherwise, the card enters the battlefield. 


Deciding for Syr Nobody 

There are some handy systems in these solo formats for automating 
attacking and blocking decisions. In what might be a surprise to some of you, those 
decisions are hard for an engaged player to make and very difficult for any 
automated system, much more decisions about battlefield effects and cards in 
hand. 

This means that for many solo formats which use conventional spells and 
attacking and blocking, there’s simply no better way to make those decisions than 
you making that decision. It is fair to say that if you’re going to be playing against 
yourself, you might as well play another deck against yours rather than go through 
the extra steps of engaging in some contrived format. 


That’s fair and you’re not wrong, but despite all of my cynical dismissal of the 
formats here, most of them are fun and worth a try, even if they do seem 
threadbare from a first reading. I’d like to think that after two or three spoiler 
seasons that Magic players would understand the difference between reading 
something and imagining playing it, and actually playing it. 

Because it’s big. That difference is big and we collectively forget that every 
damned spoiler season. 

But if you’re still skeptical, that’s good because you should be. I have no idea 
what I’m doing. As a to-do item, creating appendices of combat logic for Syr 
Nobody is a fun idea. As is, I don’t have the time and have attempted to preserve 
the combat logic for each format in its rules. 


A Basic Magic Deck 

A basic Magic deck is a deck you have build to play Magic: the Gathering 
against one or more human opponents, each with their own deck. A basic Magic 
deck generally consists of 60 cards, but can consist of 40 cards, 100 cards, or any 
number of other cards. It can include associated elements integral to the deck’s 
function--like a deck that uses cards which assemble contraptions will need a 
contraption deck--but not elements that aren’t. For example, if you’re using your 
commander deck for these forms of solitaire, the card that is usually your 
commander is just another card that’s shuffled into your deck. 

This is a very broad term and as stated under the “Pretty Standard 
Disclaimer for This Kind of Thing,” your actual experience will vary and you can 
change it. For example, if you’d like to play one of these games with your 
commander deck, but don’t want to shuffle your commander in, then don’t. Or if 
you aren’t so concerned with that, but want your commander cards like Command 
Tower to work, then note the characteristics and name of your commander so that 
those cards can still perform those functions even if the card that’s usually your 
commander is sitting in your library instead of your command zone. 


Killing and Surviving 

Some of these formats have combat logic for Syr Nobody. They use the 
concepts of “Killing” and “Surviving,” to predict what will happen when one creature 
it controls is blocked, blocked by, or fights another creature (usually one controlled 
by an opponent). Defining whether another creature will kill another creature or 
survive a combat or fight is based solely on power, toughness, and keywords like 
first strike when they make a decision, not on potential stats from cards in hand or 
activated abilities. 

Die - Dying is already a term in Magic, but dying in this context means dying 
as a result of the combat or fight. 

Kill - A creature can kill another creature if the other creature would die as a 
result of the combat or fight with the first creature. Whether the first creature dies 
or not is not important. 


Spar - A creature is sparring if it will not kill the other creature as a result of 
a combat or fight. 

Survive - A creature will survive combat or a fight if it wouldn’t die as a result 
of it. 

Chump - If a creature would spar and die, it is chumping. 

Stall - If a creature would spar and survive, it’s stalling. 

Trade - If a creature would kill and die, it’s trading. 

Wreck - If a creature would kill and survive, it’s wrecking. 


Worth - A creature’s worth is its combined power and toughness. Creatures 
can be defined as having the “lowest worth” or “highest worth” among a set of 
creatures. 


Overview 


This is a brief overview of the various solitaire formats. 

These methods of playing are organized first by legitimacy--being related to 
a Wizards of the Coast-supported product, being on the Wizards of the Coast 
website, or just being something some guy game up with--then organized by 
whether they use your Magic deck and let you play a game of Magic, whether they 
let you use your Magic deck to do something else with Magic cards, then finally if 
they use Magic cards to create some solo play experience not specifically related to 
Magic: the Gathering gameplay. 

Each entry includes a description, playtest result, and variants. For formats 
whose rules are not included in the Rules or Appendix, this section contains links 


to their sources. 


A. The Internet 


Source 
MTGO: 
https://magic.wizards.com/en/mtgo 
Magic Arena: 
https://magic.wizards.com/en/mtgare 
na 


Description 
There’s no format. You just play 
Magic against a computer or another 
person. But the person is far away. 
The person is still presumed to 
be contemptible. 


Playtest Results 

I dunno. I have a Steam 
account and know where the porn is. 
If I’m killing time on the internet, it 
doesn’t fucking involve Magic: the 
Gathering. I love this game, but I love 
myself more. 

Myself and Slay the Spire. 

Also you have to buy the cards 
all over again. 


Variants 
Probably some, but if you 
haven't picked up the subtle contempt 
I have for playing digital Magic, you 
probably didn’t have to wrestle with 
Duels of the Planeswalkers 2012. 
Allegedly you can play on Forge 
and XMage, too. 
Forge: 
https://www.slightlymagic.net/wiki/Fo 
rge 
XMage: http://xmage.de/ 


B. Goldfishing 
Source 

Just...play by yourself with no 
other deck. Stop when--I 


dunno--you’ve done 20 damage. 
Or have two decks and play 
each of them yourself. 


Description 

See, it’s like...you use your 
imagin-- 

Fuck; just play with yourself. 
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Playtest Results 

The greatest asset of 
Goldfishing is that it has what you 
have on hand: your deck. You don’t 
need a supplemental deck or a table 
or a computer or anything else. You 
just play your deck, the primary use of 
your Magic deck. 

On the other hand, it’s neither 
engaging nor challenging. Everyone 
talks about a monkey with a handgun 
like it’s a bad thing, but when people 
talk about a chimpanzee with a 
commandeered a civil war cannon, 
they omit how in the moment you are 
at the time. Your opponent(s) in a 
game of Magic are that chimpanzee. 

Goldfishing lacks that animus 
and is a little unsatisfying as a result. 
It’s not supposed to be though; it 
tests the speed of your deck in a 
vacuum. 

Playing two decks against each 
other maintains that challenge and it’s 
been my favorite way to play solo. The 
additional baggage of another deck is 
negligible and you’re actually, y’know, 
playing Magic. 

The problems is that you’re 
holding that counterspell while trying 
to ignore what exactly Syr Nobody has 
in their hand, and you’re trying to 
guide the hemp knight's blocks around 
your potential combat tricks, which, 
surely, isn’t influenced by your 
absolute knowledge of what combat 
tricks you have ready to go. 

I’m not’ saying that it’s 
impossible to separate that 
information and engage with Magic 
just as you would in a two-player 
game, but I’ve never seen a game 


with Syr Nobody close on a good bluff 
the way I have with real players. 


Variants 

I shouldn’t be surprised Duelist 
published an article on Goldfishing as 
well as well as few other variations on 
that theme. Each plays like a very 
simple autopilot deck pitched during a 
time when circles of protection were 
still a thing. 

They’re templated after animals 
and usually create simple creature 
tokens every turn and attack under 
very specific conditions. None address 
the real problems of Goldfishing, but 
they do add interesting twists with a 
minimum of complexity. Of interest is 
the ‘Dog,’ which reminds me of Star 
Realms’ challenge enemies which take 
actions each turn depending on which 
one of four colors is on a card they 
interact with. 
https://magic.wizards.com/en/articles 
/archive/playing-your-pet-rough-testin 
g-magic-deck-2010-08-30 


C. Theros Challenge Decks 


Source 
https://mtg.gamepedia.com/Ch 
allenge Deck 


Description 

During the original Theros 
block, Wizards made aé_e set of 
autonomous’ challenge decks’ that 
could be played with one to four 
players. I think that was the year I 
literally died, so it wasn’t released ata 
time I was buying and playing a lot of 
Magic. The deal is there are three 
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decks with unique cards that follow a 
unique set of directions: Face the 
Hydra, Battle the Horde, and Defeat a 
God. 


Playtest Results 

It shouldn’t surprise any of us 
that Wizards of the Coast is good at 
making Magic. 

Each of the challenge decks are 
different and provide swings from turn 
to turn that aren’t unpredictably wild, 
but still manage to blind a player 
when they least expect it. The 
difficulty level even shifts easily to 
match your level. 

Because they don’t even have 
life totals to track, overhead consists 
of one deck of 60 cards for each deck. 
The three are currently listed at $7 to 
$15 each (plus shipping) which sits 
somewhere between a draft, a pack of 
sleeves, and a new playmat. 

I knew nothing about these 
going into this project, but I found a 
good, tight product that Magic players 
should talk about more and Wizards 
should be a little prouder of. 


Variants 

Challenger decks were made 
with a nine-part quest event that 
coincided with the Theros, Born of the 
Gods, and Journey into Nyx the 
rewards for most of those challenges 
where Hero cards, which work kind of 
like the old Vanguard cards. The Hero 
cards and a--damn_ this. cool-- 
build-it-yourself-Godslayer could be 
used in subsequent challenges, which 
culminated in the Defeat a God 
challenge deck. It’s entirely 
reasonable to play the challenge decks 


with a few hero cards to further tweak 
the difficulty (especially, Defeat a God, 
which can be challenging). 

You can also play multiplayer. 
That variant has no. place here, 
obviously. But it was burning a hole in 
the pocket of some pedant reading 
this, so it’s worth mentioning for the 
sole reason of calling them out as 
being obsessed’ with _ irrelevant 
completion and trivia to the exclusion 
of recognizing obvious context. 


D. Play Storm 


Source 
People say this. It’s a funny 
joke. 


Description 

Neither funny nor a joke, it’s 
hard to decide which one is more 
willfully blind to context and in need of 
undertaking a _ test’ battery for 
emotional intelligence: folks who 
make this joke or folks who actually 
play storm. 


Playtest Results 
[Insert link to that Kickstarter 
for dual lands] 


Variants 

[Ask that boring asshole at 
Dragon’s Lair what archetypes he 
plays, then saw off your arm, so you 
can get away from him and update 
this while he’s still talking] 
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E. Mana Maze & Magic 
Solitaire 


Source 
https://magic.wizards.com/en/articles 
/archive/arcana/mana-maze-solitaire- 
2012-08-28 
https://magic.wizards.com/en/articles 


/archive/feature/playing-magic-solitair 
e-2010-02-15 


Description 

Magic Solitaire was created by 
Mark Rosewater and Gene Rosewater. 
It’s. literally Magic, but Klondike 
Solitaire. 

Mana Maze was created by 
Michael Mikaelian 


Playtest Results 

As a self-contained solo format, 
it has 0 additional overhead. No dice 
rolls. No extra cards. You just deal out 
your finely tuned, mighty Magic deck 
like you’re a gramma with a card 
table, then sip a mixture of sweet tea 
and bourbon while talking 
judgmentally about how girls dress 
these days. Spend the next thirty 
minutes playing cards while no one 
calls you. 

I was surprised by it. Despite 
not building a deck for it and the rules 
being older than Mark Rosewater 
trying to kill Magic for a living, it was a 
challenge to use my cards in different 
ways and I even scored a few tight 
wins and some narrow losses. 

I expected an experience that 
locked me out quickly or let some 
cards act as an ‘easy button,’ but that 


didn’t happen. Mowu eating 
everything until Vraska could poop out 
a deathtouching token to kill him 
before then ultimating herself to death 
felt clean, but not abusive. 

Part of that was because the 
original rules were written in the vein 
of “just make something up or use 
one card or three cards or eight cards. 
Figure it out yourself kid,” and that’s 
before you try to figure out how 
planeswalkers work in a game written 
in an era where interrupts were still a 
thing. 

It has the benefit of giving you 
a different perspective and being 
low-maintenance, but it needs a rules 
overhaul and doesn’t feel like playing 
Magic at all. 


Variants 

If we’re going to make a shaky 
implementation of Magic: the 
Gathering + solitaire card game, the 
sky’s the limit, really. Why not “Spider 
Solitaire, but Magic’? “Pyramid 
Solitaire, but Magic”? “Gay Gordons 
but Magic”? 

As I mentioned earlier, there’s a 
hundred knobs this mode tells you it 
can turn, but declines to turn itself, so 
unlike your gramma and her card 
table, there’s a lot of flexibility. 


F. Horde Magic 


Sources 

http ://www.quietspeculation.com/201 
1/09/horde-magic-a-new-way-to-play- 
magic-and-survive-zombie-invasions/ 
https://magic.wizards.com/en/articles 
/archive/serious-fun/down-down-left-r 
ight-left-right-b-shuffle-2011-10-18 
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https://magic.wizards.com/en/articles 
/archive/serious-fun/then-we-will-fight 
-shade-2012-02-21 
https://mtg.gamepedia.com/Horde M 
agic 


Description 

Created by a fan, Horde Magic 
uses a ton of tokens with a few 
supporting non-token cards to create 
an automated deck that casts spells, 
attacks, and holds its own presence on 
the battlefield. 

It draws tokens until it draws an 
actual card, then it casts the card, 
casts any tokens it drew before finding 
the card, then attacks with everything 
it can. When players attack it, it takes 
damage in the from of cards put into 
its graveyard from its library. Once it 
runs out of cards, it loses. It wins if 
the players run out of life before that. 


Playtest Results 

Designed as a-— multiplayer 
format, it can be played solo, but it’s 
not easy. In fact I’ve only won once, 
but it’s always been a real challenge 
that feels strongly like Magic and 
throws some curves to keep things 
interesting. 

Those curves are pretty wide. 
You've got three turns to build up, but 
a third-turn Armies of the Damned is 
slightly under-matched by a Judge’s 
Familiar and my dutiful observation of 
Azorius law. Similarly, a Walking 
Corpse isn’t the clutch play you want 
to see your enemy make when you’re 
poised for victory. 

Also--and this is a nitpick that’s 
easily houseruled--it doesn’t account 


for discard, which was a bit of a pain 
for some of my decks. 


Variants 

Folks have made a lot of their 
own Horde Magic decks. I’m sharing a 
few here, even though I _ haven't 
playested them. 

Horde from the Forge: 
https://tappedout.net/mtg-decks/hord 
e-from-the-forge/ 

The Sliver Horde: 
http://tappedout.net/mtg-decks/the-sl 
iver-horde-3/ 

The website that created Horde 
Magic has its own list for Sliver, Cat, 
and Merfolk decks: 
http://www.quietspeculation.com/201 
1/10/horde-magic-an-open-source-pro 
ject 

I add the following despite the 
creator bragging about how easy 
another Horde deck was to _ beat 
because the very first commenter says 
how easy it is to beat his Horde Magic 
deck and recommends another one. 
Wherepon, original douche says that 
actually, the first Horde deck that was 
too easy for him was the deck the 
commenter recommended. It’s just 
like two folks with their heads entirely 
up their asses bragging about how 
their Canadian girlfriend has quintuple 
G tits when neither one of them has 
seen so much as a single shapely 
thigh in their lives: 
http://tappedout.net/mtg-decks/super 


-horde-magic-zombies/ 


G. Deep IQ (Original) 


Source 
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Source unknown. Rules. via: 
http://www.angelfire.com/games4 


magicvariants/Deep IQ.htm 


Description 

Imagine if Magic: the Gathering 
wasn’t an array of cards, life counters, 
tokens, energy counters, poison 
counters, creature tokens, Archenemy 
decks, Planar Decks, Contraption 
Decks, Flip cards, morph cards, exiled 
suspended cards, exiled adventure 
cards, exiled cards you can cast until 
end of turn, exiled cards your 
opponents own that you can cast until 
end of game, hero cards, vanguard 
cards, conspiracy cards, commanders, 
command zones, commander damage, 
emblems, and that asshole who can’t 
put down their phone, but instead 
was all that plus one metric Goodwill’s 
worth of shitty tables. 

Deep IQ has you roll a die and 
consult a table. That table guides the 
behavior of Syr Nobody. It creates 
tokens, destroys permanents, and 
does other human things, like age and 
get on my fucking nerves. 


Playtest Results 

Honestly, I didn’t play this one. 
I playtested DIQ 2013, which is in 
section H, just below this one. 


Variants 
DIQ 2013 and DIQ 2019. 


H. Deep IQ 2013 


Source 


Deep IQ 2013 is from a 
mothership article rehashing’ the 
original Deep IQ. It updated the rules 
to be somewhat more modern. I 
mean, “2013” more modern. It’s 
otherwise identical: 
https://magic.wizards.com/en/articles 


/archive/serious-fun/deep-ig-2013-06- 
wing 


Description 
The description is identical to 
the original Deep IQ. 


Playtest Results 

Deep IQ 2013 was wildly 
inconsistent to play against. Syr 
Nobody would do nothing much but 
drop a few creatures or ask me to 
sacrifice some creatures until it 
rumbled like diesel, slapped every 
permanent I owned with some salty 
unfurled tentacles, then did fuck-all 
for two turns and died. Despite the 
spasms of effectiveness, the worst 
decks I played frequently won without 
losing so much as a single life. 

Deep IQ, unlike most of these, 
actually increases Syr Nobody’s power 
as the game proceeds, but if I whiff a 
roll and they do nothing but two turns 
except ramp to the next table, I don’t 
feel like there’s been a gradual build 
when the dice later inform me its 
salty-tentacle Jokulhaups time. 

And the overhead! It requires a 
dee-fucking-ten, hella tokens, and 
hella tables. I played Vampire: the 
Masquerade, I have d10’s, I just know 
a game shouldn’t expect me to have 
them. I played the version that had 
one creature table instead of a 
different creature table for each main 
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table because while I do my own 
taxes, I don’t do it for the sexual thrill. 

If you do do your own taxes 
because it makes you breathe heavy 
and shift in your seat, maybe you'll 
want those additional tables. Look, I 
even made cards to hold the table 
contents and the “Spooky Table” was 
so big it could barely be crammed into 
a full-art card. It was excruciating. 


Variants 

A good thing about Deep IQ is 
that you can print the tables, then 
change all of the stupid parts yourself. 

Here’s one guy’s modifications 
of the WotC source I posted: 
http://phillwebb.id.au/sundays/resour 
ces/Deep%2010.pdf 

Reddit took a shot at this, too. 
The link to wooberg.net is now a 
shady casino, so don’t go there: 
https://www.reddit.com/r/magicT CG/c 
omments/4g0dbb/updating deep i 

Deep IQ 2019 


I. Deep IQ 2019 


Source 
This_document_right_here. pdf 


Description 

DIQ 2019 works like DIQ and 
DIQ 2013. Instead of using tiered 
table to simulate lands, it uses a deck 
of basic lands to determine the DIQ’s 
effects on a table by color and uses 
lands in play to determine the 
intensity of those effects. 

It also uses one set of stats for 
all of its creatures and an Aggro Card 
to modify die rolls depending on some 
simple triggers. 


Playtest Results 

Anyone, no matter how haughty 
their persona, cannot will a good 
game into existence through sheer 
force of ego. DIQ 2019 has more 
overhead and a tendency to create a 
torrent of murder-creatures hell-bent 
on destroying your ass. 

It plays better and more like a 
game of Magic than any of the 
previous Deep IQ games, but it leaves 
a lot to be desired in terms of balance. 


Variants 

DIQ 2019’s_ single point of 
elegance is the use of the basic land 
deck. A deck of one type of basic land 
will create consistent effects of 
constantly-growing intensity while 
decks of two or three basic land types 
are flexible but generally less 
powerful. Five-basics DIQ 2019 decks 
are trash and instructed to give you 
their lunch money for beating them. 


J. Big Garruk Card 


Source 
https://magic.wizards.com/en/articles 


/archive/arcana/win-ultimate-trophy-2 
014-06-23 


Description 

Designed as a_ conventional 
two-player game where one player 
has a basic Magic deck and the other 
has a giant, novelty Garruk 
planeswalker card, it was kind of a 
gimmick for the M15 core set. 

The Garruk has four loyalty 
abilities and a starting loyalty of 20 so 
every element of the format is 


16 


included right below his gross, mean 
face. 

Oh, and congrats to Garruk I 
guess for someone casting a spell to 
cure his character’s sudden-onset 
interestingness or whatever happened 
there. 


Playtest Results 

Syr Nobody could create one 
wolf a turn or buff a wolf until end of 
turn. I imagined a pack of constant 
wolves’ only pausing’ to buff 
themselves up and gain some loyalty, 
but that wasn’t not enough. Even my 
weakest deck could handle a pair of 
2/2 wolves on turn 2. If the 
deathtouch effect could last until the 
beginning of the Garruk player’s next 
turn, it would at least let those 2/2’s 
trade, but after Syr Nobody starts 
chump blocking, they’re locked out. 

The ability that lets it remove a 
creature for -10 loyalty does return 
loyalty equal to the creature’s 
toughness, but that’s still a net loss 
and by the time one creature is worth 
that loss, the Garruk player is in a 
death spiral. 

It’s a very simple, linear test of 
a deck’s ability. In fact, it’s a lot like 
the Goldfish variants with the animal 
themes. It needs some work to be 
good and you’d need to make some 
other ones yourself for variety, so 
unsurprisingly, the format with the 
least overhead requires the most work 
beforehand. 
Variants 

The idea is solid, but I don’t 
think the execution is. Maybe giving 
+1 for the wolf creation ability so its 
not just treading water when you're 


under the gun or making the removal 
ability cheaper but more narrow or 
making the deathtouch ability last a 
little longer. There’s so many little 
things you can fiddle with to make it 
work. 

You could make other 
planeswalkers with it though. Given an 
ultimate that is toned down and 
costed up, a lot of planeswalkers could 
provide a simple opponent to play 
against, with a far lower overhead 


cost than the other = methods 
mentioned here. 
K. Deck Tester 
Source 
Karl Strayhorn via 


http: //www.angelfire.com/qames4/ma 


gicvariants/Deck_ Tester.htm 


Description 

It’s another table-based 
automation game, but it uses a 3D6 
table backed with 1D6 tables instead 
of Deep IQ’s 1D10 tables. 


Playtest Results 

The rules are entirely too 
vague. One ability starts “If he attacks 
this turn.” The rules don’t even 
explain when the automated table 
attacks until you roll a creature that’s 
an attacker (attackers always attack, 
apparently). 

Which leads to the next issue: it 
doesn’t always summon creatures, but 
every creature can either attack or 
block, so every creature is only worth 
half of a creature. When you realize 
that some roll results do something 
only if you have an attacker or if you 
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have a defender, then you begin to 
understand why Syr Nobody is doing 
Syr Nothing so often. 

I played it with my Zedruu 
Commander deck, one of the weakest 
of the playtest decks, and that group 
hug precon-except-for-all-the-clash 
-cards singleton deck consistently ran 
circles around it. 


Variants 

The best variant for Deck Tester 
is some brand of Deep IQ. It’s not 
good. Consequently, I haven't 
included the rules here. 


L. Demolition 


Description 

Similar to Mana Maze, the goal 
here is to clear the board. It plays like 
Goldfishing, but with a few restrictions 
on discarding and the ability to pay life 
to destroy permanents you control. 


Playtest Results 

Demolition has this thing where 
you have to get rid of all your cards 
on the battlefield and in your hand, 
but you can’t use discard abilities, 
right? 

I instantly saw the problem; if 
you're diligently pitching your lands 
for one life a turn, and then you pull a 
7-mana monstrosity then you’re just 
fucked, aren’t you? There’s no play 
around that. 

I felt vindicated when my 
Azorious deck only pulled a win out 
because of a Sphinx of Foresight and a 
lifelink-powered pell-mell courtesy of 
Azorius Charm. 


But then my Mowu deck ate 
itself, but I attributed that to Jiang 
Yanggu making all my creatures into 
mana rocks. 

But then my mono-black deck 
popped the emblem of Lilana of the 
Dark Realms which let it tap for BBBB 
from a single mana and paired it with 
an Elixir of Immortality to loop its 
deck on one Swamp until I gave up 
from physical exhaustion so I have no 
idea who won that one. 

As simple as Demolition is, the 
conditions are so restrictive I’m not 
even sure if it is a game, absent the 
use of my gallery of rogue decks. 

Real talk though: it’s possibly 
the best Magic solo format. No 
overhead of spare cards or tables. No 
need for a special deck. No having to 
enter the mindset of an opposing 
player. You just play your cards and 
lands and plan attacks, draws, and 
mana curves around how you're going 
to empty your hand, then manage 
your draws until you whittle your own 
board down. 


Variants 

None. If I had to change 
something, I’d tweak the cost of 
sacrificing additional lands to drop a 
bit as you had more lands in play. 


M. Hunsberger Solitaire 


Description 

Hunsberger Solitaire uses a 
timer deck to create a_- short, 
point-based game where creatures are 
sacrificed after their first attack and 
you draw and discard as you would in 
most deckbuilders. 
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Playtest Results 

Hunsberger was_ Surprisingly 
good. That might have been because 
it’s a quick, tight game, but that might 
have only been because the rules are 
so loose that I was making them up so 
I can’t give Mr. Hunsberger full credit 
on this assignment. 

It’s got that deckbuilder feel to 
it because you draw one card from the 
timer deck and three from your 
regular deck and pitch all but two at 
the end of your turn, so you play your 
land drops every turn and usually get 
your best creatures out. 

Points are based on damage 
output, so my Goblin deck cleaned up 
with a stream of many, many cheap 
goblins every turn. Victory at 51 
points out of 75 cards. 

My EDH Zedruu deck pulled 
Titan’s Revenge, and if I’d turned over 
even one land while clashing I 
wouldn't have kept casting it every 
turn. Cheap? Yes, but give clash a 
break: it’s done nothing but love 
you and you've spit on it for years! 
Victory with 48 points at 99 cards. 

Mowu is the goodest boy and 
just stomped face for 65 points with 
60 cards. 


Variants 

This is the one that finally made 
me break down and commit to fixing 
the rules for all of these shoddy 
formats. A less patient person might 
have stopped eating this bowl of 
Reese’s Cereal after tasting the first 
pebble of dog food in what is a 
brightly colored cereal box full of 
mostly dog food. Hunsberger is good 


though and it’d be a fine foundation 
for a deck-building Magic game. 


N. Aaron’s Solitaire 


Description 

This is a pretty simple one. The 
phrase, “only what you bring with 
you” went through my head a few 
times while playing. You play 
normally, but on Syr Nobody’s turn, 
they draw a card off of the top of your 
deck and play it if--and I'll quote 
directly from the rules--"if it makes 
sense.” 


Playtest Results 

The playtest was 
unencouraging. Does drawing a land 
make sense if Syr Nobody doesn’t use 
lands? Does playing a 2/2 guildmage 
make sense if Syr Nobody didn’t pull 
lands because they didn’t make sense 
and now I've got a 3/3 so what the 
hell is a mannequin to do? 

The balance is supposed to be 
in the ability of Syr Nobody to cast 
spells without mana, _ but that 
advantage dries up after turn four or 
five and I’m suddenly slamming down 
multiple spells a turn. 


Variants 

Aside from the variant that 
makes this good, Aaron’s Solitaire 
has its own targeting and 
attacking/blocking logic. It’s very 
simple, but it’s a good place to start 
with subsequent playtests with logic 
rules. 
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O. Balance of Power 


Description 

In a dramatic departure from 
Magic play, your deck is dealt into four 
piles until there’s a creature at the top 
of each. Play continues through each 
pile, with the creature on top casting 
spells and attacking creatures 
adjacent to them until no creatures 
can attack an adjacent creature 
without dying. This is the balance of 
power. 


Playtest Results 

Results were very positive. With 
no expectation of shocking you I will 
now write: I was skeptical at first, but 
it was fun. Sure, I didn’t win much, 
but it was fun. 

My mono-black Innistrad 
constructed deck managed to have a 
Vampire Nighthawk just obliterate all 
comers until Nefarox erected a 
demonic middle finger to the whole 
format. This permanent state of chaos 
eventually gave way to a humble rat 
throwing off a Murder at Nefarox 
backed with a Tragic Slip aimed at the 
Vampire Nighthawk. 

Balance of power is a weird 
little format and you probably won't 
win a lot with a deck full of modern 
creatures, but I enjoyed every game I 
played with it. 


Variants 

Each pile can only attack the 
two adjacent piles, so you could shrink 
the piles down to three to make things 
easier or bump it up higher to make 
things more challenging you 


masochist. You could also sidle four 
different decks entirely alongside one 
another and start flipping cards up. 


P. Erewhon’s Solitaire 


Description 

Despite being the first of the 
solo formats that requires the creation 
of a purpose-built solitaire deck, it’s 
mum on the topic of how to create 
that deck. It literally suggests 40 
random cards. 

Then you roll up 8 opposing 
creatures and attack them to win the 
game. If you can’t remove them from 
the battlefield, you lose. 

You also get some points. 


Playtest Results 

I wasn’t impressed. Despite 
winning, I got O points. The point 
system would be a measure for me to 
get better at if the randomly 
generated creatures were more 
consistent. 

Speaking of that, for a format 
that assumes you've got piles of 
random cards lying around from which 
to make a random deck, I’m fucking 
Flabbergasted McPuzzled, Esq. that it 
isn’t pulling creatures from your 
collection instead of forcing you to roll 
1D6 for each of eight creatures’ 
toughness, power, protections, colors, 
regeneration, and_ flying. Flying 
doesn’t even do anything! 

Have I mentioned that the 
special deck construction rules are 
“get a pile of cards” despite the fact 
that you're still playing Magic and 
require 20-something lands, some 
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creatures, and creature removal to 
play this game. 


Variants 

Battle Deck - This variant uses 
a standard Magic deck. It also uses a 
battle deck of creatures that are dealt 
out to create the opposing creatures 
for each game. Stop dealing creatures 
after the opposing creatures have a 
total converted mana cost of 16. Play 
as normal, and you win if you've 
destroyed 16 converted mana cost 
worth of creatures. 

Spire - Use a Battle Deck as 
above, but instead of dealing all 
creatures out at the start, only deal 
one. Once you destroy it, exile it, put 
all permanents you control except 
basic lands onto the bottom of your 
library, and reveal the next creature. 
Repeat until defeated creatures in 
exile have a total converted mana cost 
of of 16 or more. 


Q. Fortress 


Description 

Another format with a solitaire 
deck, Fortress is’ specific about 
creating a deck with 15 creatures, one 
artifact, and some lands. You draw 
one to eight creatures out of that deck 
as opposing creatures, then fight them 
much like Erewhon Solitaire, above. 

After all opposing creatures are 
destroyed, you attack Syr Nobody 
himself and roll 3D6, with victory 
depending on the combat damage 
dealt beating or exceeding the die 
result. 


Playtest Results 


It’s a fidgety thing. Pulling a 
variable number of opposing creatures 
from your deck seems elegant but 
with 15 to 8 non-land cards in your 
deck you're always retuning the lands 
to make your deck a deck. 

There’s a turn-by-turn die roll 
that causes life loss and I think it’s 
supposed to be a timer, but your 
already microscopic deck is way more 
pressure to close the game or die. 

And speaking of die-ing, or 
maybe dice-ing, setting the victory 
condition at an unmoddable 3d6 die 
roll is pointless. A die roll can keep a 
player from gaming the system or 
simulate the unpredictability of a 
human opponent. But in Fortress, you 
only get one all-in attack and you 
have to make it at a specific time; 
there’s no gaming the system to be 
blunted. The uncertainty of the score 
needed for victory doesn’t serve any 
purpose unless you want to recreate 
the episode of The Twilight Zone with 
William Shatner. Not that one, the 
other one. 


Variants 

Campaign - Have a separate 
battle deck of 30 opposing creatures. 
Deal out five to begin each game. At 
the end of each game, choose Rest, 
Recruit, or Plan. Rest lets you regain 
life, Recruit lets you add a card from 
the battle deck to your deck. Plan lets 
you subtract 3 from a future game’s 
3D6 victory roll. Total victory lets you 
choose two and a total defeat keeps 
you from choosing any. Track your life 
from game to game and play games 
until you’ve exhausted the battle deck 
or lost all of your life. 
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R. Mountain Magic 


Description 

A solitaire deck format with two 
stages of play. The first stage is 
pyramid solitaire, except that you’re 
building the pyramid instead of taking 
it apart. 

The second stage is taking a 
sequence of cards from __ that 
completed pyramid and using them as 
a reusable spell book of sorts in a final 
duel. 


Playtest Results 

This ruleset has it all: too much 
fluff, strict deckbuilding rules, 
departure from Magic gameplay, 
inconsistent terminology for its own 
game concepts, Python quotes. 

But it’s actually kinda kick-ass. 
The deck explicitly has to be built for 
five-colors with a balance of creatures, 
enchantments, instants, and sorceries. 
The second-stage play also requires 
they have very low converted mana 
costs, something which isn’t explicit 
and which I fucked up in my first deck 
build for it. The strict rules are 
necessary because the gameplay is 
surprisingly tight. 


The  pyramid-building stage 
seems easy until you realize (and you 
might not because I fucking didn’t) 
you’re performing a low-key draft of 
your cards for the second stage. You 
need versatile sequences of possible 
creatures and effects to choose from 
and you’re making literal lines of play 
built into the pyramid from _ its 
foundation. 

The second stage is one of 
Magic’s “the concept is simple, but the 
rules to say it are complicated” things. 
You can use the cards you’ve chosen 
repeatedly, but they’re all powered by 
one-use lands pulled from a 20-land 
deck you're” sharing with your 
opponent. That means the final 
showdown will let you spend eight to 
ten mana drawn from among all five 
colors so it’s fast, full of decisions, and 
built on small, clean effects. 

I had to build the deck a few 
times over to really get Mountain 
Magic but I'll probably give it a few 
more goes after this writeup. 


Variants 

None. Despite the restrictions, 
Mountain Magic has some_ broad 
deckbuilding strategies that give more 
possibilities than any rule tweaks. 
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Lessons Learned 


Watching so many people do this wrong is inspiring in its own way. It’s like 
standing on the top of a hill as the sun rises, watching the countryside roll into the 
distance as the crest of each hill is one of new and unique ways I am going to do 
this wrong. 


Structure 

The most common problem I’ve seen with solo formats is what I call the 
“Nine-year-old telling a story” problem, or sometimes, “Actually adults are also 
godawful at telling stories” problem. Events are committed to paper as they’re 
thought of or as they come up instead of in the way people will process them. 

Y’r format, whether it’s a solo format or not, should be written with the 
name, with the hook, the general concepts, the play, then the exceptions. You can 
remember with the mnemonic of NHCPE: “Who are you,” “Why should I care,” 
“What's the executive summary,” “How do I play,” “I’m sorry, where did you say I 
should shove this Knowledge Pool I just played?” You might say that’s not a 
mnemonic and you're right. It’s not. 

Name - A name makes your format seem real. It’s not “something I just 
thought up,” it’s “[NAME] and I’ve enjoyed playing it.” The name should say 
something about the format itself. I loathe mononyms, but “Fortress” is a much 
better name than “Erewhon’s Solitaire” or “‘Hunsberger Solitaire” because I don’t 
know what those are. 

All other advice on choosing a name that is evocative, but not pretentious 
and informative, but not dry applies. This document is named “Magic: the Quiet 
Evening In,” so you've read all possible advice I, personally, can offer on that. 

Hook - The hook is important because it’s the second thing you have to tell 
someone that this idea of yours is worth their time. Every one of us is given a pile 
of coins when we’re born called “time” and we spend it up 24 hours at a time and 
it’s the fire in which we burn blah blah blah. What I’m saying is that you’re pitching 
people a way to use their time, it takes time and every word has got to get folks to 
believe the next word is going to be worth that nickel of time. 

Succinct ways of getting this across are terms like “it uses a custom deck” or 
“it tests your deck” or “it simulates a computer playing Magic” or “it’s like drafting” 
or “it’s a giant planeswalker,” which get the part that people will probably like to 
the people who will like those parts. If “it’s a battery to test the various strengths of 
your standard deck” isn’t a turn-on for someone, then the hook has actually done 
its job and saved everyone a lot of time. 

A potential player should walk out of your hook with a broad idea of how the 
format is played and some expectations and/or questions about the specifics. 

Concepts - We’re still not ready to walk straight into the rules. The 
big-picture rules concepts that depart from Magic rules need to be thrown out here 
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so the new player is acquainted with them. Deep IQ’s tables, table advancement, 
and once-a-turn roll would be concepts that need to be covered early, then 
explained in function later with exceptions, and corner cases being covered much 
later. 

The rules for those concepts don’t need to be here. Just the ideas and their 
general function. If your victory condition departs from the ol’ “first one to 0 life 
loses,” it needs to be here. 

Rules - If you haven’t been watching a series of internet videos that regularly 
discuss “the primary gameplay loop” in a haughty British accent these past few 
months, then I envy you as I envy the dead. But that is how your rules should be 
structured: setup, gameplay loop (ie, the turn), and victory conditions. 

Don’t make your format use “turn-like structures,” or have “game rounds 
that function like turns,” or declare “every card draw is a turn” you fucking 
monster. Just have turns. Untapping, card draws, attack declarations, and end of 
turns are built into the basic function of your Magic cards and there’s rarely ever a 
reason to throw that structure out. Cut some phases if you have to. Make player 
turns versus archenemy turns versus Syr Nobody turns different if you gotta, but 
have turns. 

The rules should cover general rules interactions. This is the time to say 
“effects which would force players to discard are ignored,” while covering how 
Wheel of Fortune specifically works should be reserved for the exceptions section. 
It’s a continuum with no rule of thumb on how common an effect has to be to be a 
rule versus an exception, but if sets average one or fewer cards with that effect, it’s 
an exception. 

Setup - I said that rules for setup should come before rules for the turn 
because chronological order is reasonable and if you feel the least bit weird reading 
this paragraph on setup after reading the preceding paragraphs on rules, then I’ve 
made my point. 

Victory Conditions - If you’re not changing victory conditions at all (0 life, 
draw without a library, 10 poison counters, etc), then you can skip this section. If 
you’re changing those conditions at all--even if you’re making emptying your library 
an end-of-game condition instead of a lose-the-game condition--it’s gotta explicitly 
go here. 

Exceptions - Exceptions aren’t vital and they’re close to the end so they’re 
largely included for completeness. Uncommon or rare exceptions to your rules 
should be here, organized with the thought in mind that players are going to search 
this area when something goes wrong. Gamebreaking effects, useless effects, 
implications of the rules which aren’t explicit, and parts of the rules that 
persistently get clarification questions can go here. It doesn’t have to be 
comprehensive, but if you playtest with other folks and you notice some common 
stumbling blocks, remember that you won’t be there to explain; put it in the 
exceptions. 
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Appendix - Tables like those found in Deep IQ, play aids like zombie tokens 
for Horde Magic, or even reference cards for rules or Goldfish variants can be 
tucked back in the appendix. If you’re serious about folks playing your format, 
including resources to make that easy in the form of printable game aids, .mse 
files, or even an app is a great way to do it. By the time this document is finished, I 
will have spent four months on research, playtesting, and writing, and about one 
month on appendices. 


Happy New Year from the ancient historical lands of early August. 
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Rules 


A Note on Historical Accuracy 


So, some of these solo formats are old. Old as balls. Old as damage on the 
stack. Old as ‘burying’ permanents and referencing ‘interrupts.’ And let’s face it; 
most of them weren’t well-written in the first place. That Angelfire site references 
creators, but some googling didn’t reveal anyone who still seemed interested in 
Magic and didn’t seem too depressing to ask for a followup. 

So a patch was in order. For clarity and rules updates. I'll assure you that 
whoever their shit gameplay was meant to appeal to, will still have the shit 
gameplay, so I left that part--the worst fucking part--untouched. 

Horde Magic, Theros Challenge Decks, and The Internet all seem to be doing 
fine at not fucking things up, so only the least-insipid of the rest are rehashed here. 

If you feel slighted or disrespected, I apologize for not changing things more. 


Magic Decks with Magic Games 


Goldfishing 


Introduction 

When you play Magic by yourself, you can either play against an opponent 
who takes no actions--the Goldfish--or against an opponent whose actions are 
determined by you as they attempt to win--the Goatee. 


Game Concepts 

There’s nothing conceptually challenging here. You make all decisions for Syr 
Nobody and they always try to win the game with whatever resources they have at 
their disposal. If you’re goldfishing, then that’s no resource, but if you’re playing 
against a second deck or one of goldfish’s many variants, then you’re essentially 
playing the game against yourself. 


Game Rules 
There are no alterations to the game rules unless noted under variations. 


Variants 

This document is a definitive record of solo formats, including the variants 
copy/pasted from Wizards.com who copy/pasted them from an old Duelist 
magazine. The below formats are included, even if they were filler content for a 
now-defunct publication. I get paid to create filler content for imminently defunct 
publications so I’m not wasting more churn-words on this. 
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For funsies, Syr Nobody is referred to as Syr [Animal Name] because we are 
fun, goddamnit! 


Snake - Snake is a Goldfish variant where the Goldfish starts the game with 
two Black Vises in play. Syr Snake takes no actions, but you are on a tight timer to 
play out cards. 

Parakeet - Syr Parakeet starts the game with a 1/1 black Skeleton creature 
token with indestructible and a 3/3 Bird creature token with flying. It carries a 
combination of offensive and defensive abilities and falls somewhere between 
Goldfish and Goatee in that it makes decisions, but still doesn’t have the full 
resources of a deck behind it. 

Rabbit - Syr Rabbit creates a 1/1 colorless Rabbit creature token with 
indestructible at the beginning of each of its upkeeps. Syr Rabbit’s attacks and 
blocks are automated: it will always hold back enough creatures to block all of your 
creatures it is able to block and to attack with the rest. 

Scryb Rabbit - This is identical to Rabbit above, but the tokens also have 
flying. 

Rabbit Thallid - This is identical to Rabbit above, but the tokens are green 
Funguses and do not have indestructibility. 

Will-O’-Rabbit - This is identical to Rabbit above, but the tokens are 0/1 
instead of 1/1. 

Rat - Syr Rat creates a 0/0 black Rat creature token with reach and “this 
creature gets +1/+1 for reach Rat you control” at the beginning of each of its 
upkeeps. It will attack with half (round down) of its creatures each turn. 

Angel - Syr Angel does nothing for the first four turns of the game. On the 
upkeep of every one of its turns after the fourth, it creates a 4/4 white Angel 
creature with flying and vigilance. 

Turtle - Syr Turtle starts the game with an Ivory Tower and one of each 
Circle of Protection in play under their control. Unlike other Goldfish variants, Syr 
Turtle starts with a hand of seven cards, draws a card each turn, and has a 
maximum hand size of seven. They also control a number of wastes equal to the 
number of lands you control plus the number of lands in your hand. 

Turtle is designed to be very resilient and reward you for having artifact and 
enchantment removal. 

Dog - This has been rolled into the DIQ 2019 Dog variant. 


Original Variants 

Velociraptor - At the beginning of Syr Velociraptor’s upkeep, they create 
(1D6 - 2) 1/1 red Dinosaur creature tokens with haste and “Enrage - When this 
creature takes damage, deal 2 damage to any target.” Add 1 to the result of the roll 
for each land you control. Syr Velociraptor attacks if their creatures can’t be 
blocked or in groups of exactly three Velociraptors. 
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Zombie - At the beginning of Syr Zombie’s upkeep, they create a 2/2 black 
Zombie creature token with “This creature gets +1/+1 for each carrion counter you 
have.” Whenever a Zombie dies, Syr Zombie gets a carrion counter. Syr Zombie will 
assign one zombie to each opposing creature it can block and attack with the rest. 


Mana Maze 2019 


“Magic Solitaire” and “Mana Maze” are so similar it’s hard to tell them apart, 
so I’m going to combine them into one ruleset. “Magic Solitaire” is a boring and 
obvious name and it made it hard to find variants for this project hard to google, so 
it’s “Mana Maze.” 


Introduction 

Mana Maze mixes the gameplay of Magic with the “essence” of traditional 
solitaire. It has no opponent, but uses seven piles of cards which you can attack, 
counterspell, or discard until all of the piles are emptied. 


Game Concepts 

The game runs off of seven piles of facedown cards with one face-up card on 
top (I checked, that is how those two words are handled in Magic). The top cards of 
each pile are considered to be on the battlefield, on the stack, and in an opponent’s 
hand at the same time. That makes it easier to get rid of them. You may also cast 
those cards if you have the mana. 

Lands are played on the battlefield, but they must be sacrificed to produce 
their mana instead of tapped. Spells are cast by paying just one mana of any color 
in the spell’s casting cost. 

You can have one non-land permanent and one aura enchantment or 
equipment on the battlefield at a time. Your permanents need to help you get rid of 
cards on top to piles, but you also need to get rid of your permanents to win, so be 
careful. 

You pull cards and play them each turn and when your library is depleted, 
you flip your graveyard and make it into your new library. On your third such flip 
you lose the game. As a result, your graveyard is only for cards that are discarded 
from your hand. Whenever another card would put into a graveyard, it’s exiled 
instead. 


Game Rules 

Setup 

Shuffle your deck and deal the cards out into seven piles. The rightmost pile 
has 6 facedown cards with a face-up card on top. The deck to the left of that pile 
has 5 facedown cards with a face-up card on top. Continue making piles until you 
make a seventh pile with just one face-up card on top. 


28 


Your remaining cards will become your library. Syr Nobody take no actions 
and has no life total, but they control cards in piles and Syr Nobody’s graveyard or 
exile are where cards are placed when they are countered, destroyed, discarded, or 
otherwise removed from a pile. They have no library. 

Only the player takes turns. 

During you draw step, draw three cards instead of one. Those cards become 
your hand. You have a maximum hand size of zero, so those cards will be discarded 
at the end of your turn. 

More importantly, when you would draw a card, but there are no cards in 
your library, you instead flip your graveyard upside down to make it into your new 
library, check for game loss, and then draw a card instead. You may flip your 
graveyard two times. The third flip will cause you to lose the game. 


Gameplay 

Lands are played normally and unlike nonland permanents, there is no limit 
to the number of lands you control. Like other permanents though, sacrificing them 
is an additional cost to activate their abilities. 

When mana empties from your pool as phases and turns end, you lose one 
life for each mana emptied that way. 

You may play spells from your hand or from the top of the piles. Paying for 
spells or the activated abilities of permanents you control requires only one mana 
that shares a color with the cost of the spell or ability paying for (any mana may be 
used for a cost that is wholly generic). 

You may only have up to one nonland permanent that is not attached to 
anything and up to one permanent that is attached to something. As long as you 
control more than this, you may do nothing else but activate abilities or cast spells 
that will attach a permanent you control to another permanent you control or 
sacrifice permanents until you only control one nonland permanent that is not 
attached to anything and one permanent that is attached to something. 

When a permanent you control has an ability activated or triggered, sacrifice 
that permanent as that ability resolves. 


The top card of each pile is always face-up. When a card is on the top of one 
of the seven piles, it’s turned face up. Cards on the top of piles are considered to be 
on the battlefield under Syr Nobody’s control, in Syr Nobody’s hand, and on the 
stack under Syr Nobody’s control. They are vulnerable to effects that can destroy 
them as a permanent, discard them as a card, or counter them as a spell. When 
they leave the battlefield for any reason, they’re placed into whichever of Syr 
Nobody’s zones is appropriate. Facedown cards in piles are considered to be in exile 
and owned by Syr Nobody. 

If the face-up card on top of a pile is removed from that pile for any reason, 
the next card on that pile is turned face up. If it has the same name as another 
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face-up card on another pile, it is moved to the same pile as the card that shares a 
name with it, causing the next card to be turned face up normally. 


You may attack multiple times in a turn and creatures may attack other 
creatures. Creatures can attack the turn they come into play under your control. 
Whenever a creature attacks, sacrifice it at the end of that combat. Unlike the usual 
rules for attacking creatures, all creatures in a pile block when a creature in a pile is 
attacked. 


As mentioned before, your maximum hand size is zero and you discard your 
hand at the end of each turn. You may discard those cards in any order you choose. 


Victory 

You win the game when there are no cards on the battlefield. That is, when 
all piles are empty and you have no permanents in play. 

When you need to draw a card, but there are no cards in your library, flip 
your graveyard and use it as a new library. The third time you flip your graveyard 
you lose the game. 

You lose the game if there are no cards in your hand, library, or graveyard. 


Rulings & Tips 

There is no built-in way to remove the one permanent you’re allowed to 
control or any of the equipment attached to them. If you play them, you should 
have a way to get rid of them in mind. 

These days, the sanctity of the graveyard order only comes up when a player 
is using a card that specifically cares about it. However, one of the restrictions of 
this format is graveyard order and the little nudges as you go through your library 
and discard the cards that will become your new library, so players may not reorder 
their graveyard unless a card specifically allows it. 

When an aura is turned face up because it has become the top card of a pile, 
it is not removed as a state-based effect due to the fact that it’s not enchanting a 
permanent. It may be cast enchanting a permanent and moved onto that 
permanent. After it has been attached to a permanent, if that permanent leaves the 
battlefield, the aura is put into a graveyard as a state-based effect due to the fact 
that it’s not enchanting a permanent as usual. 


Variants 
Instead of delivering a non-committal, “whatever goes” approach to all the 
possible variations on this theme, here’s a list of named alterations. Most make the 
game easier, but some make it harder. If you’re bored, just roll one up on a D9 or 
pick one deliberately like an adult. 
1. Serra’s Symbol - You start the game with 1 life instead of 20. 
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2. Telepath’s Memories - Once per game, you may turn all cards in a pile 
face-up. They’re still exiled until they become the top card of that pile. 

3. Mind Unpaid Laborer - You may activate the activated abilities of permanents 
on the battlefield you do not control. When those abilities resolve, sacrifice 
that permanent. 

4. Unimpeachable - Once per turn, you may declare an attack with the 
creatures on the top of a pile. You may attack a creature you control (much 
as you would attack a pile), another pile, or yourself. 

5. Rootwalla’s Resolve - Lose one of the two free flips of your graveyard into 
your library. 

6. Pithing List - Choose the name of a card in your deck has one copy of for 
each Pithing List you have. You win the game if every card with that name is 
put into your exile zone, Syr Nobody’s exile zone face-up, or Syr Nobody’s 
graveyard. 

7. One More Thing - Once per game, you may sacrifice all permanents you 

control. 

Dictation Edit - You draw one fewer card during your draw step. 

9. Loose Brick - Your maximum hand size is increased by one. 
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Deep IQ 2019 


Introduction 

Deep IQ 2019 runs off of 8 tables and a deck of 60 basic lands of any 
composition of your choice. It will also need counters for life, items for tokens, two 
six-sided die, and probably paper to track DIQ’s token characteristics. 

Deep IQ draws and plays cards like a player does, but its abilities come from 
a combination of dice rolls, lands it controls, and the mana type produced by the 
lands it plays. All of its creatures are identical creatures called “tokens” which 
become more powerful as the game progresses. 

Deep IQ 2019 refers to itself as Deep IQ 2019 instead of Syr Nobody and 
uses “it” instead of “they.” This is in deference to the original Deep IQ rules. 


Game Concepts 

Rolling and Tables - Deep IQ 2019's actions are determined by a die roll, 
their lands in play, and the results from various tables. 

Commander - Deep IQ 2019 uses one set of characteristics for all of its 
creatures. These characteristics are based on those of a colorless 1/1 commander 
which gets bigger as Deep IQ 2019 plays more spells. 

Chroma - Deep IQ 2019 bases the intensity of its effects on the amount of 
mana of a color that Deep IQ 2019’s lands can produce. Usually, this is one per 
land. When it’s used, it will be displayed as “C.” 
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Domain - Deep IQ 2019 will sometimes base effects on the number of 
different types of lands among lands Deep IQ 2019 controls. When used, it will be 
displayed as “D.” 

Counterspells and Combat Tricks - Deep IQ 2019 will sometimes generate CS 
and CT counters which represent it holding a counterspell or combat trick in hand. A 
roll on a table will determine if they play counterspells and combat tricks while they 
have those counters. 

Aggro Card - As you or Deep IQ 2019 gain the initiative, Deep IQ 2019 will 
gain or lose aggro counters. With negative aggro counters, DIQ 2019 will act more 
defensively. With positive aggro counters, DIQ 2019 will act more aggressively. 
Aggro counters are reset on your turn. 


Game Rules 

Deck Construction 

DIQ 2019’s deck consists of 60 lands. A deck of all five basic land types will 
have a variety of weaker effects, while a deck of just one basic land type will 
produce strong, but narrower effects. 


Setup 

Setup requires that you shuffle the DIQ 2019 deck and deal it a hand of 
cards face down, as you would with a library with a clear top and bottom card. 
Ensure the tables and Aggro Card are close to hand. 


DIQ 2019 creates a copy of a card in its command zone. That card is a 
nameless 1/1 creature card that is DIQ 2019’s commander. Its colors are the color 
identities of all lands currently in play under DIQ 2019’s control. Creatures DIQ 
2019 controls will be copies of its commander. The base characteristics of DIQ 
2019’s creatures are those of their commander. 


Your Turn 

You go first. At the beginning of your upkeep, Deep IQ 2019 clears all aggro 
counters from their Aggro Card. During each player’s turn, note the events on the 
Aggro Card; as events occur, add either positive or negative counters to the Aggro 
Card, with positive and negative counters canceling each other out on a 1:1 basis. 


Deep IQ 2019 will need you to make decisions for its blocks and attacks. 


Deep IQ 2019's Turn 

When DIQ 2019 draws during its draw step it takes the top card of its library 
and puts it on the bottom of its hand, reveals the (new) top card of its library, and 
then reveals the top card of its hand. You then choos for Deep IQ 2019 one of those 
revealed cards to be played as a land under DIQ 2019's control and the other is 
played as a spell. 
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When a DIQ 2019 plays a basic land card as a spell, it rolls on the table 
which corresponds to the color of mana that land produces. It adds modifiers 
depending on the counters on its aggro card. 


Casting Spells with DIQ 2019 

Rolling - During Deep IQ 2019’s turn and sometimes during your turn, DIQ 
2019 will roll a die and consult a table for an effect. The result is an effect on the 
table that corresponds with the value of the die (plus any modifiers). Those effects 
are added to a card and then cast as a spell. 

Spells - Whenever DIQ 2019's casts a spell, it must discard a card. Usually 
this will be the card it reveals during its main phase each turn. If the Combat Tricks 
and Counterspell Table yields any result except for “No Effect,” the effect is also a 
spell and DIQ 2019 must discard a card from its hand to cast it. DIQ 2019 cannot 
roll on the Combat Tricks and Counterspell Table if it has no cards in hand. 

Spells cast by DIQ 2019 are of the colors of table that their effect came from. 
If a spell has a “Creature” effect, it is a creature spell, even if it creates multiple 
creatures. If the spell has an “Artifact” or “Enchantment” effect, it is an artifact spell 
or enchantment spell, respectively. If the spell is from the Combat Tricks and 
Counterspell table it is an instant. If the spell does not create a permanent and is 
not from the Combat Tricks and Counterspell Table, it is a Sorcery. 

Spells cast by DIQ 2019 are controlled by DIQ 2019. They often refer to 
“you” or permanents you control. These spells are referring to DIQ 2019. You, the 
player who is attempting to defeat DIQ 2019, are referred to as “opposing player” 
or “target opponent.” 


Creatures - Creature spells create one or more token creatures controlled by 
DIQ 2019 whose base characteristics are based on those of DIQ 2019's 
commander, except that it is not a commander. It does not copy those 
characteristics; the characteristics of Deep IQ 2019's creatures will change as those 
of its commander change. 

Most “Creature” effects will be preceded by a number and have a 
power/toughness bonus or a keyword ability. When those effects resolve, they 
create a number of tokens equal to the number (or one by default) and then 
change the characteristics of DIQ 2019’s commander to have the bonus or keyword 
ability. Power and toughness changes affect the commander’s base power and 
toughness and are permanent. The commander may have multiple redundant 
keyword abilities. 
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Artifacts and Enchantments - “Artifact” and “Enchantment” effects will have a 
hyphen, followed by an effect in quotes. Those effects will create a token 
permanent of the indicated type with the ability in quotes. 


Chroma - DIQ 2019’s color tables use “C” in some of their abilities. C is the 
number of lands DIQ 2019 controls that produce mana that shares a color with that 
table. When C is divided by any number, round the result down. This is not the 
chroma ability word, but is used for conceptual simplicity. 

Domain - DIQ 2019’s color tables use “D” in some of their abilites. D is the 
number of different land types among lands DIQ 2019 controls. This is not the 
Domain keyword ability, but is used for conceptual simplicity. 


CS - An effect which says “CS” means that DIQ 2019 has a counterspell 
ready. Whenever you cast a spell or activates an ability while DIQ 2019 has one or 
more counterspells ready, they roll on the Counterspell Table for each CS until DIQ 
casts a counterspell (and discards a card from their hand), DIQ 2019 has no cards 
in hand, or they have rolled for each CS and had no counterspells happen. At the 
beginning of DIQ 2019’s turn, remove all CS. 

CT - An effect which says “CT” means that DIQ 2019 has a combat trick 
ready. After a player or DIQ 2019 declares attacks, after a player or DIQ 2019 
declare blockers, and after any effect which would cause a fight is put on the stack, 
roll on the Combat Tricks Table for each CT DIQ 2019 has. Unlike Counterspells, 
DIQ2019 can play multiple combat tricks until it has rolled an effect for each CT on 
it (and discarded a card for each) or run out of cards. At the beginning of DIQ 
2019's turn, remove all CT. 


After its roll and resultant spells has resolved, Deep IQ 2019 ends its main 
phase. 
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White Table 


Destroy all creatures. They can’t be regenerated. 
Gain N + 4 life. Combat Trick. 
2 Creatures (+1/+1). 


N/2 Creatures (+0/+2). Prevent all damage that would be 
dealt to you until your next turn. 


N Creatures (Vigilance, Flying). Exile target nonland 
permanent an opponent controls until a creature DIQ 
controls leaves the battlefield. 


2*N Creatures (Indestructible). Choose D colors DIQ has 
not chosen before. DIQ’s creatures gain protection from the 
chosen colors. 


Blue Table 


At the beginning of target opponent’s next upkeep, tap up 
N/2 target creatures they control. Counterspell. 


Artifact - “During each opponent’s upkeep, they detain an 
undetained permanent they control.” 


Creature (+1/+1, Hexproof). Return up to N/2 target 
nonland permanents an opponent controls to their owners’ 
hands. 


13+ Creature (Unblockable). D Counterspells. 


Black Table 


All creatures get -N/-N until end of turn. 
-1-1 Creature (Deathtouch). Target opponent reveals their hand 
and discards N creature cards revealed this way 
2 ; i i 
5 Destroy up to N/3 target creatures an opponent controls 
Lose 1 life for each creature destroyed this way. 


laos Creature (+1/+1). Each player (including DIQ) discards N/4 
cards 


= -2 
- 4 
-6 
13+ 


7-8 Enchantment - “Whenever you lose life, return a card at 
random from your graveyard to your hand.” 
9-12 Creature (Deathtouch, Flying). Target opponent loses N 
life. 
Sorcery - Each player sacrifices N creatures. D Creatures 
(Lifelink). 


Red Table 


3 Creatures (+2/+0). Combat Trick. Combat Trick. 
-1-1 Deal 2*N damage to target creature with toughness less 
than or equal to 2*N an opponent controls. 
2-4 2 Creatures (Haste). Reveal the top N/2 cards of your 
library and put all non-mountains revealed this way into 
your graveyard. 


Enchantment - “When a creature you control attacks, this 
permanent deals 1 damage to defending player.” 


= -2 
-6 
- 8 Destroy target artifact an opponent controls. Then, destroy 
3+ 


a 
7 


block this turn. 


uf N Creatures (Menace). Deal D*2 damage to target 
opponent or planeswalker an opponent controls. 


up to N/2 target artifacts an opponent controls. 
9-12 N/2 Creatures (+2/+0). Deal 1 damage to each player and 
each creature without flying. Creatures without flying can’t 
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Green Table 


<= -2 2 Creatures (Reach, Can’t be blocked by creatures with 
flying). 

-1-1 Creature (Hexproof). Put the top card of your library into 
play. Combat Trick. 

2-4 Destroy up to N/3 target artifacts, enchantments, or 

creatures with flying an opponent controls. 

5-6 Creature (+1/+1, Vigilance). Put N/2 cards from your 

graveyard into play. 


7-8 Creature (+N/2 / +N/2, Hexproof). Combat Trick. Combat 
Trick. 
9-12 N Creatures (+2/+2, Trample). Draw a card for each 
creature you control. 
13+ D Creatures (+N/+N). Reveal the top card of your library 
and cast it as a spell of that color. 


Counterspell and Combat Tricks Tables 
Counterspell Table 


No Effect 
Counter Target Spell or Ability 


5 Counter Target Spell. (Treat this as a “No Effect,” if this roll 
was triggered by an ability) 


Counter target spell or non-mana ability. If a spell is 


countered this way, exile it. If an ability is countered this 
way, return the source of that ability to its owner’s hand. 
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Combat Tricks Table 


No effect. 


3 Untap target creature you control. It gains +2/+2, reach, and 
haste until end of turn. It must be blocked this turn if able. 


Creatures you control gain indestructible until end of turn. 
Until end of turn, whenever a creature you control blocks, 


target creature it blocks loses all abilities until end of turn. 


Creatures you control gain wither and reach until end of turn. 


Create X creatures, where X is the number of attacking 
creatures. They each enter the battlefield blocking a different 
creature attacking you. Sacrifice them at the beginning of 
your next upkeep. 


Aggro Card (qualities in [brackets] cause a loss of aggro instead) 


A nonland permanent you control leaves[enters] the 
battlefield. 
A nonland permanent an opponent controls enters[leaves] 
the battlefield. 


eri oiracton oe ous 
[Fee orton fie or opoen bse) 
es 
[| eer an operat rvs arn taser 


Rulings & Tips 

If a spell or ability requires that DIQ 2019 pays a cost in order to do 
something, it will tap lands to pay for that if possible. If it does not have lands 
untapped to play, it will not be able to pay that cost. 

If non-permanent spell cast by DIQ 2019 has a single target and that target 
is not legal, it cannot cast that spell. If that spell has no legal targets on resolution, 
it is countered as any spell would be. 

If a permanent spell cast by DIQ 2019 cannot find legal targets for its 
abilities, it is cast, but ignores all abilities with targets. Similarly, if a permanent 
spell cast by DIQ 2019 has no legal targets on resolution, it resolves as much of 
that spell as possible. 
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DIQ 2019 may choose not to play a spell or land. When a player chooses not 
to play a card for Deep IQ 2019 during its draw step, the unplayed cards are placed 
on the bottom of DIQ 2019’s hand. This might be done if you think the right play 
for Deep IQ 2019 is to keep a card in their hand instead of playing a spell of a color 
that might not help it. This is usually helpful for the Charmed variant where Deep 
IQ gets a bonus for having cards in its hand. 


Variants 

Super Domain - The rules are written to support lands with multiple color 
identities and subtypes beyond basic land types. This means that Syr Nobody needs 
to make more decisions, but has more flexibility and power. Colorless effects are 
determined by a roll on a random color table with a -2 modifier. 

Charmed - Deep IQ gets a bonus on its die roll equal to its hand size. +1 for 
3 or more cards and an additional + 1 for 6 or more cards. 

Well Trained - Results of 9-12 on tables will give Deep IQ 2019’s commander 
an ability that reads, “8: Roll on a random table of one of this creatures colors with 
a -4 modifier.” This roll doesn’t require a card and isn’t affected by aggro modifiers. 
Each subsequent 9-12 result on a spell (not an ability) will reduce the cost of that 
ability by 1, to a minimum of 1. 

Dog - Taken from the old Duelist variant for playing Goldfish, Dog plays 
exactly like DIQ 2019 except that it only uses one table to determine an effect for 
the turn: 

Plains Create an enchantment token that is a copy of a circle of 

protection of a color for which Syr Dog does not control ora 
Circle of Protection: Artifacts. 

Island Counter the next spell that target opponent casts. 

Swamp Create a X/X black Bat creature token with flying where X is the 

number of lands you control. 

Mountain Deal the greater of 3 or X-1 damage to target opponent, where 

X is the number of lands you control. 

Forest Create an X/X green Hydra creature where X is the number of 

lands you control. 
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Big Garruk Card 


These are the rules for the M15 promotional Garruk planeswalker card found in 
prerelease boxes. I’ve included them here because I’ve added variant cards. 
https://magic.wizards.com/en/articles/archive/arcana/win-ultimate-trophy-2014-06 


Introduction 

The Big Garruk Card is named for its original card. In it, you play against a 
purpose-built planeswalker card (referred to as a “Big Planeswalker”) that uses its 
abilities instead of casting spells. 


Concepts 

The big planeswalker card is not mechanically different from any 
planeswalker cards printed in regular sets, save that it has the attribute of being 
“big,” in the same way that your commander in commander games has the 
attribute of being a commander. If a player’s big planeswalker loses all of its 
loyalty, then that player loses the game. 
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Game Rules 


Setup 
Syr Nobody has no deck, has no hand and starts the game with a 
planeswalker card in play. That card is a big card. 


Gameplay 

Syr Nobody has a starting life total of 0. 

Syr Nobody has a full turn like any other player, but they do not lose the 
game for attempting to draw a card from an empty library. 


Syr Nobody does not lose the game for having 0 life. 


Big cards cannot leave the battlefield. If an effect would cause a big card to 
leave the battlefield, instead nothing happens. 


Effects which would “remove all counters” from a big card instead remove 
one counter of each type from that big card. 


You may attack a player's big card. 
You may target a big card as though it were a player. 


Victory 

If Syr Nobody’s big card would be put into the graveyard from play as a 
state-based effect, they lose and you win the game instead. For a planeswalker, 
this would be caused by the planeswalker losing all of its loyalty counters. 


Rulings and Tips 
A cost which requires Syr Nobody to sacrifice a permanent can’t be paid by 
sacrificing a big card. 


Technically, any permanent could be used as a big card. However, only 
creatures and planeswalkers are removed from the battlefield by state-based 
effects, so other creature types would make the game unwinnable. 


Variants 

Big Garruk Card favors aggro strategies by default, as it’s much harder to 
counter planeswalker abilities than spells and there’s no library, hand, or graveyard 
to manipulate. Allowing counterspells to counter abilities and allowing other effects 
which would advance the game for a player to remove loyalty instead would be 
some simple upgrades. 
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Included below are some other planeswalkers designed to be used as big 
cards. They are based on the alternative Goldfish game modes from above. 


Rabid Ratpack ) 


. 


. Create a 1/1 colorless Rabbit creature with 
indestructible. 


You get an —-~ with aia waif x Deal X aitane: to all creatures, where 
* only one land during their upkeep.” . poeeeuh <f ipadecereetioppoment 


— Eric Peterson —— Anson Maddocks 
6/16 1¢ 
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Planeswalker | 
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Is cannot use 
four turns of the 


less than the t 


control, 


“hance: 


— Gre 
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The Constrictor 
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an" \ 
The Constrictor deals X damage to cach opponent | 
twice, where X is the number of cards in their hand 
minus 4. 


Gain an emblem with “At the beginning of your upkeep, 
this emblem deals X damage to cach opponent twice, 
where X is the number of cards in their hand minus 4.” 
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Demolition 


Introduction 

Demolition plays out much like Mana Maze and Goldfish, but without all of 
the extra steps. You basically play a game of Magic, but attempt to clear your own 
cards from the table. 

The flavor is that you’re a mage captured in an enchantment and it’s a race 
against time to escape. The points represent how hard you need to fight to get out 
and why you get extra points for destroying enchantments. The draw/discard 
mechanics seem unrelated. 


Concepts 
The goal is to have no cards in hand and no permanents in play. You may 
sacrifice permanents you control by paying life. 


Game Rules 


Setup 
This is a true solo game. There is no other player of any kind. 


Gameplay 

You may sacrifice permanents you control at any time you could cast a 
sorcery. Sacrificing nonland permanents costs their converted mana cost in life. It 
costs one life to sacrifice your first land each turn. For each land after the first on a 
turn, the life cost doubles. 

If an effect would cause you to discard cards, ignore that effect. Attempt to 
resolve that effect otherwise. 

Your creatures can attack other creatures you control. 


Victory 
If at any time you have no cards in your hand and control no permanents, 
you win the game. 


Rulings and Tips 

Rummaging: If an effect would have you discard cards and then draw them, 
if you have no cards in your hand and no cards in play, then you will win the game, 
even if the effect would have you draw a card. 

Discard: Effects like Mental Agony which would cause you discard and do 
something else (in this case, lose two life), you do not discard, but you do lose two 
life. 
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If an effect says that you must discard a card or do something else, you must 
do something else. If a card says you must do something else or else you have to 
discard a card, you may choose the discard effect, which will do nothing. 

If another effect depends on the cards discarded, they act as though you 
discarded no cards (because you haven’t). Playing Gerrard’s Verdict on yourself will 
cause you to gain no life because you’ve discarded no land cards. 

Effects which have you discard a card as a cost (like cycling) still work 
normally, as those are not effects. 

Exile: Effects which exile cards from your hand still work normally. 


Escape the Enchantment (Hunsberger Solitaire) 


Introduction 
Escape the Enchantment is a point-based system that uses a timer deck with 
draw/discard tweaks that are reminiscent of a deckbuilder. 


Game Concepts 

The timer deck is a deck of 15 cards taken out of your regular deck. Each 
turn you draw from it and you lose the game when you need to draw from it but 
can’t. 

Each turn you draw one card from the timer deck and three cards from your 
regular deck. Then you discard down to what is (essentially) a maximum hand size 
of two. 

All creatures have haste and are sacrificed after they attack. 

Syr Nobody controls permanents which do nothing and you can destroy them 
to gain additional points. 


Game Rules 

Setup 

The only alteration is that you take 15 cards at random from your deck and 
use them to create a Timer Deck. The rest of your deck becomes your library. 

Syr Nobody starts the game with a token of each permanent type in play. Syr 
Nobody’s creatures can’t attack or block and are 0/1 creatures. Syr Nobody’s 
planeswalkers have 3 starting loyalty. Those permanents are tokens with no 
abilities and no other characteristics. Syr Nobody starts with a library of one card 
and a hand of one card. 


Gameplay 
You are the only player who takes turns. 


Draw Step 


Instead of drawing a single card from your library during your draw step, 
draw one card from the Timer Deck and three cards from your library. If the first 
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card you draw from your Timer Deck is a land, you may draw a second card from 
your Timer Deck. 

This is the only time you draw from your Timer Deck. All other draws are 
taken from your Library. 


Main Phase 

You gain 1 point for each point of life Syr Nobody loses (damage causes loss 
of life). 

If one of Syr Nobody’s permanents would be removed from the battlefield, 
you gain 3 points, remove all damage from the permanent, remove all permanents 
attached to it, and reset the permanent’s loyalty counters instead. If the permanent 
was an enchantment, you gain an additional 2 points. 

If Syr Nobody would put a card from its library or hand into another zone, 
gain 1 point or 3 points respectively instead. 


Combat Step 

All creatures have haste and must attack each turn if able. Creatures cannot 
block. Creatures with defender may attack as though they didn’t have defender. 

At the end of combat, each player sacrifices all attacking creatures they 
control. 


End Step 

Your maximum hand size is two. However, lands only count as half of a card 
when determining whether your hand contains more cards than your maximum 
hand size. This means you can hold four land cards, two land cards and one 
nonland card, or two nonland cards at the end of your turn. 

At the beginning of your end step if you control more than 7 lands, you lose 
1 life for each land greater than 7 you control 


Victory 

The game ends when you need to draw cards from your Timer Deck, but 
can’t. You do not lose for being unable to draw from your library. At the end of the 
game you win if you have 40 or more points. 


Rulings and Tips 

Effects which cause an opponent to lose the game or cause you to win the 
game give you 40 points, but do not end the game. 

At the end of the game, gain 2 points for each point of poison your opponent 
has. 

Syr Nobody’s permanents can’t change controllers. If this would happen, gain 
points as though they were destroyed instead. 

Escape the Enchantment only counts cards that leave Syr Nobody’s zones. So 
if you cast Book Burning (Each player draws 3 cards, then discards 3 cards at 
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random) while Syr Nobody has one card in their library and one in their hand, then 
Syr Nobody will take one card from their library (giving you 1 point for the card 
leaving the library), they will then discard one card (giving you 3 points for the card 
leaving their hand). Syr Nobody doesn’t discard two cards because it only counts 
cards leaving zones, not arriving, no matter how many times you make it draw. 


Variants 

Classic Mode - I cut out a lot of rules from the original Hunsberger that were 
extraneous, but they’re easy enough to add back in. Mana can be spent as though 
it was mana of any color. If you control more than 7 lands, you instantly lose. If 
you would gain life, instead put that many cards from the top of your Library into 
the bottom of your Timer Deck. 

Fast and Fairness Mode - Creatures printed with haste cost 1 generic mana 
less to cast. Cards that give creatures haste in any way have “Cycling 0.” It’s an 
arbitrary point of fairness, admittedly, but a common one. 

Big, Big Deck - Because the ratio of draws from the Timer Deck and Library is 
3:1, the timer deck of 15 cards means that a 60-card deck will draw all of its cards. 
If your deck is bigger and you still want to draw through all of it, just put one 
quarter (round up) of your deck into the Timer Deck instead of 15 cards. This will 
cause the game to last longer and honestly, the 15-card limit is perfect as-is and 
the strongest selling point of this format, but you do you. 

The Stranger - Instead of using cards from your deck for the Timer Deck, 
create a 30-card timer deck of colorless cards boasting static and ETB effects. Syr 
Nobody gets turns and on their main phase, you reveal the top two cards of the 
Timer Deck. You choose one for Syr Nobody and put the other on top of the Timer 
Deck. Then Syr Nobody casts the card you selected. 

Pop-Up Attacks - In a corner case where you want to knock down a lot of 
permanents at one time or counter spells, Pop-Up lets Syr Nobody make more 
permanents the more you knock down. The upkeep is heavy. 

When one of Syr Nobody’s permanents would be removed from the 
battlefield, Syr Nobody casts a spell that would create another one. Those spells 
may be countered and you get double points for countering those spells (or 
permanently exiling them from the stack). 

When a card would be removed from Syr Nobody’s hand or library, Syr 
Nobody casts an instant spell that would add one card to that zone. This spell can 
also be countered for double points. 

If you ever control those spells, they’re countered on resolution. 
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Spellthief (Aaron’s Solitaire) 


Introduction 
Spellthief has you face an opponent that plays cards from your deck. 


Game Concepts 
None. 


Game Rules 
You always play first. 


On Syr Nobody’s main phase, they draw the top card of your library, reveal 
it, then play it. Then, if the cards played by Syr Nobody have a total converted 
mana cost less than the number of lands Syr Nobody controls, repeat this process. 


Syr Nobody does not have to pay for the spells they cast, but they may use 
their lands to pay for any other costs. 


Syr Nobody cannot play more than one land card a turn. If they draw and 
reveal a land card from their hand after playing a land card this turn, they discard 
that land card and stop drawing for this turn. 


If a card Syr Nobody is playing has no legal targets, they discard the card 
and do not count its converted mana cost against the total when determining if Syr 
Nobody repeats their draw process. 


You make decisions for Syr Nobody, but always abide by the following 
priorities: 

e Play it in your opponent's territory, unless it hurts your opponent or you 
cannot play it on your opponent. 

e Play it on the creature with the highest current power (use toughness to 
resolve ties, otherwise just toss a coin, or roll a die). 
Play it on the type of land that you have the least of. 
Play it on the most recently cast spell that it can be cast on. 
Play it in the way that causes most damage to you. 


Syr Nobody always attacks if possible and always blocks if possible. When 
blocking, starting with their creature with the highest toughness, Syr Nobody will 
assign each creature they control to the attacking creature they can block with the 
highest power less than the toughness of Syr Nobody’s creature. Then, starting with 
their creature with the highest power, Syr Nobody will assign each unblocking 
creature they control to the attacking creature they can block with the highest 
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toughness less than or equal to the power of Syr Nobody’s creature. Finally, 
starting with their creature with the lowest total of power and toughness, Syr 
Nobody will assign each unblocking creature they control to the attacking creature 
they can block with the highest power. 


Victory 
Spellthief has no changes to the win conditions. 


Rulings and Tips 
When Syr Nobody casts a spell with X in the cost, X is 0. 


Syr Nobody only has a hand when they are drawing from your deck during 
your main phase. After they have stopped drawing cards, they stop having a hand. 
Any cards which might be in their hand are put into your exile zone. 


Variations 

Classic Mode - In classic mode, Syr Nobody only draws once at turn unless 
you deem the card they have drawn ‘makes no sense.’ In that case, you may 
discard that card and draw another card for Syr Nobody. 


Magic Deck, Non-Magic Game 


These formats (yes, there’s only one) use basic Magic decks, but don’t adhere to 
the turn and zone structures we’re used to. Insomuch as I can, I'll use those ideas, 
but I would rather throw them out where the assumptions they bring with them are 
a liability. 


Balance of Power 


Introduction 

Balance of Power uses four creature piles and a land pile to represent four 
creatures battling to create a status quo. The creature on the top of each pile will 
attack the other ones whenever it wouldn’t result in their death and when no 
creature will attack another, the game is won. 


Game Concepts 

Creature piles are piles where creatures and other non-land cards are placed. 
A pile will always have a creature on top. If a creature is ever not on top of a pile, 
then all cards in that pile are put into the graveyard. 
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The land pile is a pile of lands that any creature pile may use to cast spells, 
activate abilities, or pay for any other cost. Mana abilities of lands require the land 
be tapped and sacrificed in order to be activated. 


The four creature piles are laid out in a 2x2 grid so that each pile is adjacent 
to two other piles. Creatures may attack other piles, but may only attack adjacent 
piles. 


Game Rules 

Setup 

Shuffle your deck and reveal the top card of your library. If it is a land, put it 
into the land pile. If it is a creature, put it on top of the current creature pile and 
the next pile becomes the current pile. Otherwise, put it on top of the current pile. 
Continue drawing until you have placed four creature cards, one on top of each 
creature pile. 

Cards placed on top of creature piles this way are considered to have been 
cast. 


Gameplay 
Play proceeds counter-clockwise from the first creature pile. Each creature 
pile has a turn. During that turn they will not draw or have a second main phase. 


The creature cards on top of piles are considered to be on the battlefield, but 
their abilities that trigger when they or another permanent enter the battlefield do 
not trigger. All creatures have haste. 


Creature piles may cast spells from their pile and activate abilities of 
permanents they have cast from their pile, and target any permanents or spells 
played by another creature pile. 


If a creature pile has a spell they could cast which would not result in all of 
their cast creatures leaving play, but would remove other cast creatures from play, 
they must play that spell unless they attack this turn. 


Cards in a creature pile which have not been cast can be affected by discard 
effects. 


If a creature pile casts a spell, it may not attack or cast any other spells that 
turn. 


Attacking 


Creature piles get an attack phase, can only attack adjacent creature piles 
and can only attack if they would not die as a result of that attack. 
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Cast creatures on top of a defending creature pile must block if able. 


Unblocked creatures deal no no damage and have no effect. Similarly, effects 
like trample have no effect. Attacking is done to force blocks and the removal of 
other creatures. 


If a creature pile attacks on their turn, it may not cast spells that turn. 


A pile may cast instants during the turn of other piles, but priority between 
piles favors the active pile, much like it does an active player. 


Creatures Dying 

When all cast creatures in a pile have been removed from the pile, all 
cards--cast and uncast--from the pile are put into the graveyard. Then reveal the 
top card of your library. If it is a land, put it into the land pile. If it is a nonland, 
non-creature card, put it onto that creature pile. If it is a creature, cast it and put it 
on top of that creature pile. Continue drawing until you have cast a creature spell or 
until you need to reveal a card from the top of your library, but there are no cards 
in your library. 


Play continues until you run out of cards in your library or when no cast 
creatures can attack or cast a spell without leaving the battlefield. 


Victory 

If you achieve a balance of power--that is, no creature pile is able to cast a 
spell or make an attack that would not result in them being removed from the 
battlefield--then you win. 


Otherwise, if you need to reveal a card from the top of your library, but have 
no cards, then you lose. 


Rulings and Tips 

Drawing a card does take a card from the library and add it to a creature pile 
as an uncast card. 

Enchantments with the supertype “World” are added to a separate, world pile 
they are cast and are not removed when the creature pile that cast them leaves the 
battlefield. 


There aren’t any players, so life gain has no effect. Nor do poison counters. 
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Variants 
Better Words - You can call the creature piles “creatures” and refer to the the 
non-cast cards in those piles as “being in the creature’s spellbag” if you’re into that. 


Non-Magic Deck, Non-Magic Game 


These variations do not tend to play much like Magic (although they might), but 
they do not use a basic Magic deck either. 


Civil War (Fortress) 


Introduction 

You create a deck of lands, one artifact, and fifteen vanilla creatures. Six of 
your nonland cards are arrayed against you and you have to fight through them 
before your deck runs out. 


Concepts 

Final Turn - After eliminating all of Syr Nobody’s creatures, you have one 
turn to deal as much damage as possible before the game ends. The damage done 
on that turn will factor into determining victory. 


Game Rules 

Deck Construction 

Deck construction requires fifteen creatures, with no more than three copies 
of any creature. Creature abilities are ignored, so it’s preferable to use creature 
cards with no abilities, though you may choose creatures that have abilities. You 
are also required to include one artifact. You may choose any number of lands you 
desire, remembering that you will only have 10 non-land cards in your deck and the 
game will end when your library is out of cards. 


Setup 

Shuffle your nonland cards together and deal six of them out to Syr Nobody. 
They will control those creatures/artifacts. 

Then shuffle all of your remaining cards together to make your library. 

Syr Nobody has no life total, but keeps track of all combat damage deal to 
them this turn. Syr Nobody has no hand or library. 


Gameplay 
Creatures have no abilities. 


You may play more than one land a turn. Each land after the first causes you 
to lose one life. 


55 


Syr Nobody cannot attack. 


Syr Nobody will block according to the following logic: 

1. In order of attacking creature by greatest power, they block with the 
creature they control with the lowest worth that will wreck that 
creature. 

2. In order of attacking creature by greatest power, they block with the 
creature they control with the lowest toughness that can survive 
blocking. 

3. In order of attacking creature by greatest power, if no creatures they 
control will survive blocking that creature, they block the creature with 
the lowest power that can trade with the attacking creature. 

4. In order of attacking creature by greatest power, if no creatures they 
control can kill or survive blocking it, they will chump with the creature 
with the lowest worth. 

(Worth, Wreck, Survive, Trade, Kill, and Chump are all terms defined in 
“killing and Surviving,” under Solitaire Game Concepts, above. ) 


the effect. 


Turn. 


End Step 
At the beginning of your end step, roll 1d6 and consult the table below for 
Result Effect 
1: Gain 1 life. 
2-4: Lose 1 life. 
5-6: Lose 2 life. 


Eliminating Creatures 
When your opponent controls no more creatures, your next turn is your Final 


On your Final Turn, all of your creatures must attack Syr Nobody. 


Victory 
After the combat step of your Final Turn, roll 3d6 and subtract the result 


from the damage you dealt to Syr Nobody this turn. 


3D6-Damage Game Result 

<-5 Total defeat unless you play again. 
<0 Draw 

=0 Victory 

>0 Convincing Victory 

>5 Total Victory 


56 


Rulings and Tips 

Creatures do not even have characteristic-defining abilities. Mortivore would 
be a 0/0 if used. 

The original creator suggested using creatures that are in the area of 3/3 or 
4/4 with low costs for your deck. 

The artifact must have equal value to you and Syr Nobody, meaning it needs 
an asymmetrical static effect that does not require mana payment or targeting. I’ve 
compiled a short list of qualifying artifacts below. 


Coat of Arms Artifact 5 Each creature gets +1/+1 for each 
other creature on the battlefield 
that shares at least one creature 
type with it. 


Cumber Stone Artifact Creatures your opponents control 
get -1/-0. 


Goblin Boom Keg Artifact 4 At the beginning of your upkeep, 
sacrifice Goblin Boom Keg. 
When Goblin Boom Keg is put into a 
graveyard from the battlefield, it 
deals 3 damage to any target. 


God-Pharoah’s Gift Artifact 7 At the beginning of combat on your 
turn, you may exile a creature card 
from your graveyard. If you do, 
create a token that's a copy of that 
card, except it's a 4/4 black Zombie. 
It gains haste until end of turn. 

Purging Scythe Artifact 5 At the beginning of your upkeep, 
Purging Scythe deals 2 damage to 
the creature with the least 
toughness. If two or more creatures 
are tied for least toughness, you 
choose one of them. 


DePietro’s Memorial Artifact 5 Creatures you control have first 
strike. 

En Stone Artifact 5 Creatures your opponents control 
get -0/-1. 


Variations 
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I’ve included decks here to provide some build options. 
Linebackers 


Backwoods Survivors Creature-Human Warrior (4/3)* 
*It has other abilities, but they have no use in 
this game. 


a an Each creature gets +1/+1 for each other 

creature on the battlefield that shares at least 
one creature type with it. 

a ce 
a CS 
a ce 
a CS 
a ce 
a CS 


All Fall Down 
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Fire Elemental 
Fire Elemental 
Fire Elemental 
Frenzied Raptor 
Frenzied Raptor 
Goblin Roughrider 
Goblin Roughrider 


Onakke Ogre 


Creature-Ogre Warrior (4/2) 
Scoria Elemental Creature- Elemental 4R (6/1) 


Goblin Boom Keg Artifact 4 At the beginning of your upkeep, sacrifice 
Goblin Boom Keg. 
When Goblin Boom Keg is put into a graveyard 
from the battlefield, it deals 3 damage to any 


Mountain Basic Land - Mountain 
Basic Land - Mountain 
Mountain Basic Land - Mountain 


Mountain Basic Land - Mountain 


Basic Land - Mountain od 


Mountain Basic Land - Mountain 


Mountain Magic 


Introduction 

Mountain Magic is a two-stage game where you first create a mountain from 
a base of seven cards up to a peak of one and then fight against an opponent with 
a selection of those cards. 


Game Concepts 
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The Mountain is built from a base of seven cards with the cards from each 
higher level having one thing in common with the two cards in the level above it. 
When the final, seventh level receives its one card, the Mountain is complete and 
the second stage begins. 

A Tableau is a set of cards used in the second stage of Mountain Magic. Syr 
Nobody has five cards in their tableau and you have seven cards in your tableau. 
Those cards can be cast multiple times and can be destroyed or removed from the 
tableau in multiple ways. You win if you eliminate all cards from Syr Nobody’s 
tableau and you lose if Syr Nobody eliminates all cards from your tableau. 


Game Rules 

Deck Construction 

Your first deck is a Spell Deck. It has forty-five nonland cards and consists of 
exactly three creatures of each color, two sorceries of each color, two 
enchantments of each color, and two instants of each color. 

You may add up to four artifacts to the Spell Deck, which can replace any 
other card. Artifacts can fit anywhere in the mountain, but have no function in the 
Tableau. 

Notes on how to build a Spell Deck are in the “Rulings and Tips” section, 
below. 

The second deck is your Land Deck. The Land Deck has twenty cards, with 
four of each basic land. 


Mountain Stage 
Setup 


Draw the first seven cards from your Spell Deck and place them in a row at 
the foot of the table to create the first, lowest, level of the mountain. 

Then draw the next five cards from the top of the Spell Deck face-down. 
These five cards will form the five cards of Syr Nobody’s tableau. 


Gameplay 
Reveal the top card of your Spell Deck. You either put it face-up on top of 
your graveyard or place it onto the mountain. You can only place a spell card onto 
the mountain if it’s placed so that the two cards in the level below it: 
e Each share a color and/or type with that card 
e Complete a set with that card (Enchantment, Instant, and Sorcery) 
e Are different enemy colors of that card 
e Have any characteristics so long as the card being placed is an artifact 


If, after you’ve placed a card, it’s possible to place the top card of your 
graveyard onto the mountain, you may. 


Victory 
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If you draw the last card from you spell deck and cannot legally place it or 
complete the mountain, you lose immediately. 

When a card is placed on the seventh level, then the mountain is complete 
and you proceed to the Tableau Stage. 


Tableau Stage 

Setup 

Trace a path from the card in the seventh row to a card it’s touching in the 
row below it, then continue the path from that card to a card it’s touching in the 
row below it. Repeat this until the path reaches a card in the first row. Those seven 
cards become your tableau. 

Turn up the five cards of Syr Nobody’s tableau. 

Put all other cards from the mountain and your graveyard and shuffle them 
into your spell deck. 


Gameplay 
You and Syr Nobody take turns and attempt to remove the cards in each 
others’ tableau. 


The Turn 
You draw from the Land Deck. 


Players attach lands in their hands to cards in their tableau. If a land is 
sacrificed or unattached, it is put into your graveyard. 


Players may play instants and sorceries with enough lands attached to them 
by sacrificing the lands attached to those cards that could produce mana equal to 
that card’s mana cost. Instants and sorceries played from your tableau are not put 
into a graveyard on resolution. 


Effects may target cards in tableaus as though they were in a player’s hand, 
on the stack, or on the battlefield. Effects which could put cards into a graveyard, 
like counterspells, discard effects, or other effect remove instants and sorceries 
from a player’s tableau. 


Players may ‘activate’ creatures and enchantments by sacrificing a total of 
lands attached to that card that could produce mana equal to that card’s mana cost. 


Activating a permanent allows it to act as though it’s in play. 


Artifacts cannot be activated and have no effect in this phase, except that 
they count for having a card in your tableau when determining victory conditions. 
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Activated abilities of activated permanents with mana costs it may be used, 
but they must be paid for separately by sacrificing lands attached to the permanent 
they are on. 


If a permanent becomes otherwise tapped, it also stops being activated. If a 
card is not activated and it becomes tapped, it’s removed from the tableau. If an 
effect would untap a permanent, it becomes activated instead. 


If a permanent would be removed from the battlefield, it’s removed from that 
player’s tableau. 


If a player would draw a card, they draw from the Mana Deck. 


Combat 
Players can attack with activated creatures they control. Creatures can only 
attack other creatures, whether those creatures are activated or not. 


If an activated creature has an ability which would keep creatures from 
blocking it, like flying or landwalk, only creatures with the ability to block it can 
attack it. 


Syr Nobody 
If Syr Nobody can activate a card, cast a card, and/or attack they will. Syr 
Nobody will activate cards, cast spells, and attack with the following priorities. 

1. Counterspells - Counterspells will target your counterspells first, then 
damage dealing spells, then spells by highest converted mana cost. 

2. Removal spells - Spells that remove or damage permanents will target 
activated cards, first, then creatures, then creatures with the highest 
converted mana cost. 

3. Other Spells 

4. Attacks - Syr Nobody will attack the creature with the highest power you 
control. 


Victory 

The Tableau Stage ends after the turn that the last card is drawn from the 
Land Deck or one player has all of their tableau cards removed from the tableau. 

Each player gains a point if they have a card in their tableau. 

Each player gains an additional point if one or more of those cards is a 
creature card. 

The player with the greatest number of points has a victory. If that player 
has two more points than their opponent, they have earned a total victory. If both 
players have the same number of points, it’s a draw. 
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Rulings and Tips 

Effects which would destroy a land instead destroy a land attached to a 
creature. 

While non-basic lands can be put into the Mana Deck, only the mana abilities 
of lands can be used in this game. 

Upkeep costs for creatures must be paid when you activate a creature, but 
don’t need to be paid after that. Unpowered creatures do not require upkeep 
payment. 

If an effect would empty a player’s mana pool, it unattaches all cards from 
the cards in that player’s tableau. It’s a dick move. 

Effects which affect a player’s library, like scry, affect the mana deck. 


Mana Deck. Mana decks can replace basic lands with dual lands, but lands 
that enter the battlefield tapped can’t be used to cast or activated cards until the 
turn after they’re played. 

Building a Deck. In the Tableau Stage, each player only draws 10 land cards 
and has only 10 mana to spend before the phase ends. Spells should be low cost 
and synergize with one another. You should have a good number of counterspells, 
discard spells, and spells which destroy enchantments to remove cards that can’t be 
removed by creature attacks. 


Sample Deck 
This deck is made from simple common cards and there should be many 
functionally similar cards to fill out from the cards at your disposal. 


Chosen by Heliod Enchantment-Aura Enchant Creature 
When ~ enters the battlefield, draw a 
card. 
Enchanted creature gets +0/+2. 


Feat of Resistance Instant 1W Put a +1/+1 counter on target 
creature you control. It gains 
protection from the color of your 
choice until end of turn. 


Fragmentize Sorcery WwW Destroy target artifact or enchantment 
with converted mana cost 4 or less. 

Fragmentize Sorcery Destroy target artifact or enchantment 
with converted mana cost 4 or less. 

| Knight of New Banalia | | Knight of New Banalia | New Banalia | Creature-Human Knight | Human | Creature-Human Knight | pw JG 


Pacifism Enchantment-Aura Enchant Creature 
Enchanted creature can’t attack or 
block. 
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Contingency Plan Sorcery Look at the top 5 cards of your library. 
Put any number of them into your 
graveyard and the rest back on top of 
your library in any order. 


Contentious Plan Sorcery Proliferate. 
Draw a card. 


Dwindle Enchantment-Aura Enchant creature 
Enchanted creature gets -6/-0. 
When enchanted creature blocks, 
destroy it. 


Sheltering Light Target creature gains indestructible 
until end of turn. Scry 1. 
Siac [eeeremennieet OT oe 


Tightening Coils Enchantment-Aura Enchant creature 
Enchanted creature gets -6/-0 and 
loses flying. 


Turn Aside Instant U Counter target spell that targets a 
permanent you control. 


Dead Weight Enchantment-Aura Enchant creature 
Enchanted creature gets -2/-2. 


Dead Weight Enchantment-Aura Enchant creature 
Enchanted creature gets -2/-2. 


| Queen’s Bay Soldier s Bay | Queen’s Bay Soldier Creature-Vampire Soldier a (2/2) 
ies 
or less. 


less 
or less. 


Subtle Strike Instant Choose one or both — 
e Target creature gets -1/-1 until 
end of turn. 
e Put a +1/+1 counter on target 
creature. 


Blazing Volley Sorcery Blazing Volley deals 1 damage to each 
creature your opponents control. 
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Crowd’s Favor Instant Convoke 
Target creature gets +1/+0 and gains 
first strike until end of turn. 

Defiant [Defiant Khenra, | Creature-Jackal Warrior fan | (2/2) 


Defiant Khenra Creature-Jackal Warrior (2/2) 
Defiant Khenra Creature-Jackal Warrior (2/2) 


Flamespeaker’s Will Enchantment-Aura Enchant creature you control 
Enchanted creature gets +1/+1. 
Whenever enchanted creature deals 
combat damage to a player, you may 
sacrifice ~. If you do, destroy target 
artifact. 


Hammerhand Enchantment-Aura Enchant creature 
When ~ enters the battlefield, target 
creature cannot block this turn. 
Enchanted creature get +1/+1 and 
has haste. 


Mugging Sorcery ~ deals 2 damage to target creature. 
That creature can’t block this turn. 


Arbor Armament Instant G Put a +1/+1 counter on target 
creature. That creature gains reach 
until end of turn. 


Mantle of Webs Enchantment-Aura Enchant creature 


Enchanted creature gets +1/+3 and 
has reach. 

Mantle of Webs Enchantment-Aura : 
i cc 
Prey Upon Sorcery Target creature you control fights 
target creature you don’t control. 


Enchant creature 
Enchanted creature gets +1/+3 and 
has reach. 


Destroy target artifact or 
enchantment. 


Target creature you control fights 
target creature you don’t control. 


(2/2) 


Runeclaw Bear Creature-Bear 
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Fall of Champions (Erewhon’s Solitaire) 


Introduction 
This is a point-based version of Magic where you fight and destroy enemy 
creatures as quickly as possible. 


Game Concepts 

Fall of Champions is based on a Champion Deck, a deck of creatures you've 
created to fight against. Creatures are pulled from it at the start of the game to 
become Syr Nobody’s Champions. One of the primary ways of gaining points is by 
eliminating Champions. The deck is not used after the Champions are drawn. 


Game Rules 

Deck Creation 

While you will use a basic Magic deck to play Fall of Champions, you will also 
need a Champions Deck of 20 creatures to create your opposition. 

At the start of each game, you will shuffle the Champions Deck and reveal 
creatures from the top of it until you have revealed creatures with a total converted 
mana cost of 15 or higher. They are Syr Nobody’s Champions and they will start the 
game under Syr Nobody’s control. 

Remember when creating the Champion Deck that Champions can be 
attacked and can’t be sacrificed. Syr Nobody can’t declare attacks and has no mana 
to spend unless another Champion can tap for mana. Champions should be difficult 
to remove, but not impossible. Static effects which hamper your ability to play 
spells and attack will be most challenging. 


Setup 
Syr Nobody starts the game with 20 life and no library or hand. 


You start with 0 points and you can have negative points. 


Gameplay 
When you draw for the turn, you lose one point. Syr Nobody does not draw. 


All creatures have haste. 


You may attack creatures. 
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You may not only attack Syr Nobody, but creatures you control with trample 
may assign combat damage to Syr Nobody as though the creatures they are 
attacking had blocked an attack on Syr Nobody. 


When in combat with multiple creatures, Champions will allocate damage to 
kill the largest creature they can. 


When a Champion leaves the battlefield, gain life equal to its converted mana 
cost. Lose that much life when a Champion reenters the battlefield under Syr 
Nobody’s control. 


Syr Nobody cannot sacrifice creatures. If an effect would cause them to 
sacrifice a creature, they do nothing instead. 


Victory 
If the game would end with a win or loss by a player, it simply ends instead. 
It also ends when Syr Nobody controls no Champions. 


When the game ends, take your current point total and apply the following: 

e One point for each point of life (up to a maximum of 20). 

e Subtract Syr Nobody’s life total (to a minimum of 0 points subtracted). 

e Subtract the total converted mana cost of the Champions still on the 
battlefield. 


A final point total of 0 or more points is considered a win. 


Rulings and Tips 
Syr Nobody can’t pay any costs that include sacrificing creatures. 


Syr Nobody starts the game with their Champions in play. Abilities on 
Champions which trigger only when they enter the battlefield will not trigger unless 
something causes them to leave and then reenter the battlefield. 


Creatures controlled by Syr Nobody can use activated abilities. So creatures 
which generate mana can pay for the activated abilities of other creatures Syr 
Nobody controls. 


Variations 

Rise of Champions - Syr Nobody can attack. They start with Champions with 
a total converted mana cost 8 or more instead of 15. 

Modern Champions - Syr Nobody begins with one Champion on the field and 
adds another one each turn. This allows enter the battlefield effects of more 
modern creatures to be used, while still letting you hurry the game along. 


67 


Decks 


During setup, you determine Syr Nobody’s Champions, shuffle them 
into a library, then reveal the top card of that library. It starts the 
game on the battlefield. 
At the beginning of their main phase, Syr Nobody reveals the top card 
of their library and puts it onto the battlefield. You may then pay one 
life. If you do, Syr Nobody repeats this process the next time they 
have no abilities on the stack. 
You lose no life for the first time Champion card enters the battlefield. 
If the game would end because Syr Nobody controls no Champions, 
instead it checks if Syr Nobody has any cards in their library. If their 
library is empty, the game ends as normal, but otherwise Syr Nobody 
puts all cards in their library onto the battlefield. 


The following decks are decks I’ve had some successes (that means “fun”) 
with. Remember that with an average converted mana cost of 2, you will be facing 
about 8 Champions. If something rises significantly above that, it should be able to 
provide a significant boost to the other Champions or a significant hindrance for 


you. 


Boys of Summer - This deck tries to flood the battlefield with creatures to force you 
to make a lot of attacks to take it down. Moderately-sized creatures and zombie 


synergies also set you back. 


Wayfaring 
Temple 


Wayfaring 
Temple 


Conclave 
Cavalier 


Wayward 
Servant 


Herald of the 
Dreadhorde 


Creature- 
Elemental 


Creature- 
Elemental 


Creature- 
Centaur 
Knight 


Creature- 
Zombie 


Creature- 
Zombie 
Warrior 


~'s power and toughness are each equal to 
the number of creatures you control. 


Whenever ~ deals combat damage to a 
player, proliferate.(*/*) 


~'s power and toughness are each equal to 
the number of creatures you control. 


Whenever ~ deals combat damage to a 
player, proliferate.(*/*) 


Vigilance 

When ~ dies, create two 2/2 green and white 
Elf Knight creature tokens with vigilance. 
(4/4) 


Whenever another Zombie enters the 
battlefield under your control, each opponent 
loses 1 life and you gain 1 life. (2/2) 


When ~ dies, amass 2. (3/2) 


Big mountain to climb. 
Second ability does 
nothing. 


Big mountain to climb. 
Second ability does 
nothing. 


Splits and makes more 
creatures. 


Designed to trigger off 
of death effects from 
other creatures that 
create zombie tokens. 


Makes zombies. 
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Herald of the Creature- 
Dreadhorde Zombie 
Warrior 


Rot Shambler | Creature-F 
ungus 


Rot Shambler | Creature-F 
ungus 
Doomed Creature- 
Dissenter Human 
Doomed Creature- 
Dissenter Human 
Doomed Creature- 
Dissenter Human 
Doomed Creature- 
Dissenter Human 


When ~ dies, amass 2. (3/2) Makes zombies. 


Whenever another creature you control dies, Gets bigger as Syr 
put a +1/+1 counter on ~. (1/1) Nobody inevitably loses 
creatures. 


Whenever another creature you control dies, Gets bigger as Syr 
put a +1/+1 counter on ~. (1/1) Nobody inevitably loses 
creatures. 


When ~ dies, create a 2/2 black Zombie Is a 1/1 body that 
creature token. (1/1) creates a 2/2 zombie. 
When ~ dies, create a 2/2 black Zombie Is a 1/1 body that 
creature token. (1/1) creates a 2/2 zombie. 
When ~ dies, create a 2/2 black Zombie Is a 1/1 body that 
creature token. (1/1) creates a 2/2 zombie. 
When ~ dies, create a 2/2 black Zombie Is a 1/1 body that 
creature token. (1/1) creates a 2/2 zombie. 


First strike Cagey, cheap zombie 
When Grim Initiate dies, amass 1. (1/1) that makes zombies. 


First strike Cagey, cheap zombie 
When Grim Initiate dies, amass 1. (1/1) that makes zombies. 


Grim Initiate Creature- 
Zombie 
Warrior 
Ornithopter Creature-T 
hopter 
Ornithopter Creature-T 
hopter 
Ornithopter Creature-T 
hopter 


Grim Initiate Creature- 
Zombie 
Warrior 


Flying (0/2) Warm body that pumps 
Rot Shambler and 
Temple. 
Flying (0/2) Warm body that pumps 
Rot Shambler and 
Temple. 
Flying (0/2) Warm body that pumps 
Rot Shambler and 
Temple. 
Ornithopter Creature-T Flying (0/2) Warm body that pumps 
hopter Rot Shambler and 
Temple. 
Ornithopter Creature-T Flying (0/2) Warm body that pumps 
hopter Rot Shambler and 
Temple. 


Firework - This one uses ping effects to chip away at your life total and small 
creatures while you attempt to overcome it. Syr Nobody can use activated abilities 
and because their creatures don’t need to block, they need only make decisions 
about targets. 


Grim Initiate Creature- First strike Cagey, cheap zombie 
Zombie When Grim Initiate dies, amass 1. (1/1) that makes zombies. 
Warrior 
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Embermaw 
Hellion 


Embermaw 
Hellion 


Goblin 
Fireslinger 


Goblin 
Fireslinger 


Goblin 
Fireslinger 


Carnival 
Hellsteed 


Qal Sisma 
Behemoth 


Raging 
Kronch 


Raging 
Kronch 


Ember Beast 
Ember Beast 


Mogg 
Flunkies 


Ash Zealot 


Ornery Goblin 


Creature- 
Hellion 


Creature- 
Hellion 


Creature-G 
oblin 
Warrior 


Creature-G 
oblin 
Warrior 


Creature-G 
oblin 
Warrior 


Creature-N 
ightmare 
Horse 


Creature-H 
orror 


Creature-O 
gre Warrior 


Creature-B 
east 


Creature-B 
east 


Creature-B 
east 


Creature-B 
east 


Creature-G 
oblin 


Creature-H 
uman 
Warrior 


Creature-G 
oblin 


ost 
3RR 


2R 


IR 


Trample 

If another red source you control would deal 
damage to a permanent or player, it deals 
that much damage plus 1 to that permanent 
or player instead. (4/5) 


Trample 

If another red source you control would deal 
damage to a permanent or player, it deals 
that much damage plus 1 to that permanent 
or player instead. (4/5) 


T: ~ deals 1 damage to target player. (1/1) 


T: ~ deals 1 damage to target player. (1/1) 


T: ~ deals 1 damage to target player. (1/1) 


First strike, haste 
Unleash (5/4) 


Grim Strider gets -1/-1 for each card in your 
hand. (6/6) 


~ can’t attack or block unless you pay 2. 
(5/5) 


can’t attack alone. (4/3) 


can’t attack alone. (4/3) 


can’t attack or block alone. (3/4) 


can’t attack or block alone. (3/4) 


~ Mogg Flunkies can’t attack or block alone. 
(3/3) 


First strike, haste 

Whenever a player casts a spell from a 
graveyard, ~ deals 3 damage to that player. 
(2/2) 


Whenever ~ blocks or becomes blocked by a 


creature, ~ deals 1 damage to that creature. 


Gas for other small, red 
ping effects. 


Gas for other small, red 
ping effects. 


Constant pressure. 


Constant pressure. 


Constant pressure. 


Solid body w/combat 
ability. 


Syr Nobody has no 
hand. The only card not 
enhanced by the 
Hellions. 


Syr Nobody cannot 
attack or block so it’s 
an efficient body. 


The second ability isn’t 
relevant. It’s a 2/2 first 
strike. 


Being attacked still 
counts as blocking and 
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Warrior (1/1) the ping is enhanced by 
the hellion. 


Ornery Goblin | Creature-G Whenever ~ blocks or becomes blocked by a Being attacked still 
oblin creature, ~ deals 1 damage to that creature. counts as blocking and 
Warrior (1/1) the ping is enhanced by 
the hellion. 


Footlight Creature-D | R/B When ~ dies, it deals 1 damage to any target. | Cheap pinger. 
Fiend evil (1/1) 


Footlight Creature-D | R/B When ~ dies, it deals 1 damage to any target. | Cheap pinger. 
Fiend evil (1/1) 
Footlight Creature-D | R/B When ~ dies, it deals 1 damage to any target. | Cheap pinger. 
Fiend evil (1/1) 
Footlight Creature-D | R/B When ~ dies, it deals 1 damage to any target. | Cheap pinger. 
Fiend evil (1/1) 


Avengers Suite - A collection of creatures that pose a variety of threats and 
hindrances. 


ost 
Thalia, Legendary 2W First strike Relevant combat ability 
Heretic Creature-H Creatures and nonbasic lands your opponents | and P/T for cost. Plus 
Cathar uman control enter the battlefield tapped. (3/2) slows player down. 
Soldier 


Noxious Creature-D 
Dragon ragon 


Flying Solid body and 
When ~ dies, you may destroy target removal. 
creature with converted mana cost 3 or less. 

(4/4) 


Destructor Creature-D 
Dragon ragon 


Flying Solid body and 
When ~ dies, destroy target noncreature removal. 
permanent. (4/4) 


Assembled Creature-W | 5R Whenever ~ blocks or becomes blocked by a Deals some 6 damage 
Alphas olf creature, ~ deals 3 damage to that creature on being attacked. 
and 3 damage to that creature’s controller. 
(5/5) 


Shalai, Voice Legendary 
of Plenty Creature-A 
ngel 


Flying The activated ability 
You, planeswalkers you control, and other will never be used, but 
creatures you control have hexproof. it provides a blanket 
4GG: Put a +1/+1 counter on each creature buff to all creatures. 
you control. (3/4) 


Creatures your opponents control get -1/-0. Slows down the player. 
(3/4) 


Haunter of Creature-S 
Nightveil pirit 
: Creatures your opponents control get -1/-0 Slows down the player. 
(3/4) 


Haunter of Creature-S 
Nightveil pirit 


abilities to trigger. (2/1) 


Hushwing Creature-H | 2W Flash Stifling ability slows 
Gryff ippogriff Flying down player, even if it 
Creatures entering the battlefield don’t cause is easily removed. 
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Benalish 
Marshal 


Managorger 
Hydra 


Manglehorn 


Mortus 
Strider 


Mindsparker 


Woodlot 
Crawler 


Exemplar of 
Strength 


Lupine 
Prototype 


Pharika’s 
Chosen 


Labyrinth 
Guardian 


Sparring 
Construct 


Servant of 
the Scale 


Creature-H 
uman 
Knight 


Creature-H 
ydra 


Creature-B 
east 


Creature-S 
keleton 


Creature-El 
emental 


Creature- 
Insect 


Creature-H 
uman 
Warrior 


Artifact 
Creature-W 
olf 
Construct 


Creature-S 
nake 


Creature- 
Illusion 
Warrior 


Artifact 
Creature-C 
onstruct 


Creature-H 
uman 
Soldier 


Other creatures you control get +1/+1. (3/3) 


Trample 
Whenever a player casts a spell, put a +1/+1 
counter on Managorger Hydra. (1/1) 


When ~ enters the battlefield, you may 
destroy target artifact. 

Artifacts your opponents control enter the 
battlefield tapped. (2/2) 


When ~ dies, return it to its owner’s hand. 
(1/1) 


First strike 

Whenever an opponent casts a white or blue 
instant or sorcery spell, Mindsparker deals 2 
damage to that player. (3/2) 


Forestwalk, protection from green (2/1) 


When ~ ETB, put three -1/-1 counters on 
target creature you control. 

Whenever ~ attacks, remove a -1/-1 counter 
from it. If you do, gain 1 life. (4/4) 


~ can’t attack or block unless a player has no 
cards in hand. (5/5) 


Deathtouch (1/1) 


When ~ becomes the target of a spell, 
sacrifice it. 
Embalm 3U (2/3) 


When ~ dies, put a +1/+1 counter on target 
creature you control. (1/1) 


~ enters the battlefield with a +1/+1 counter 
on it. 

When ~ dies, put X +1/+1 counters on target 
creature you control, where X is the number 
of +1/+1 counters on ~. (0/0) 


Anthem effect. 


Grows as the player 
plays and eventually 
becomes big. 


Slows down opponent’s 
artifacts. 


Easily removed, but it 
automatically comes 
back a few turns later. 


Counters control decks 
and has a good combat 
ability w/P/T. 


Just a bugbear for 
green. 


Neither ability does 
anything so it’s a 4/4 
for 2. 


Syr Nobody can’t attack 
or block so it’s a 5/5 for 
2. 


Cheap rattlesnake. 


Out of Lupine 
Prototypes and 
Exemplars of Strength. 


Cheap body with an 
upsell ability. 


Sparring Construct, but 
with a lot of extra 
steps. 
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Appendix A: Original Rules 


Alternative Formats 

Up to this point, these formats have rules hosted on Wizards.com or are 
related to a format that does. The following formats were created by Magic players. 
Their write-ups will include the original rules for posterity. Updated rules are 
included in the Rules section of this document. 


Deep IQ / Deep IQ 2013 


Unlike the other formats in this section, previous Deep IQs have been 
polished. I wrestled with it for a while because the original and 2013 Deep IQ rules 
were fairly well presented. I am open to feedback on this topic. 


Introduction 
This format has you play a game of Magic against a series of tables that 
require a roll on a ten-sided die (1d10) to determine their actions each turn. 


Game Concepts 

On each turn, Syr Nobody rolls on their current Actio Table and uses the 
result to determine their action for a turn. They will attack as well, but the real 
heart of the Deep IQ system is the collection of tables. 

As play progresses, Syr Nobody will progress through Action Tables, from 
Action Table I to Action Table VI, which yield more powerful results in the same way 
that players eventually cast more powerful spells as the number of lands they 
control increases. 

The Deep IQ system also uses a Token Table to give the creatures it creates 
a versatile set of abilities and a Spooky Table to allow for a wider set of effects at a 
given time than just one table 


Game Rules 

Setup 

Setup is similar to Goldfishing. You have a library, but Syr Nobody does not 
(and therefore no hand). You will need 1d10 to roll on the tables each turn. It may 
also be convenient to print out the tables so you can reference them during play. 
I’ve included cards in the appendix to this section that you should be able to cut 
out, sleeve, and reference during play. 

Syr Nobody begins the game with Action Table I as their current table. 
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Gameplay 

Syr Nobody goes first. On their turn, you roll the d10 and consult their 
current Action Table. This action is happens during Syr Nobody’s upkeep step. Like 
rolling on a planar die, the roll itself is a special action and does not use the stack. 

You then consult the table and resolve the ability. This is a triggered ability 
and it belongs to you, not Syr Nobody. You make decisions for the ability, but if 
asked, to choose between two options--for example, if asked to “Destroy your best 
artifact or roll on the Spooky Table”--you choose the option which is worst for you. 
Similarly, if an ability tells you sacrifice your best creature, choose the creature 
which is actually your best one. 


Create. Deep IQ creates creature tokens for Syr Nobody. The ability will 
direct Syr Nobody to create a creature token with a given power and toughness. 
Part of that ability is rolling a 1d10 and consulting the Token Table. The token is 
created with the given power and toughness and additional characteristics taken 
from the result on the Token Table that matches the die roll. 


Advance. Whenever an ability directs you to Advance. Replace Syr Nobody’s 
current Action Table with the next-highest numbered Action Table. 


Modifiers. Some of Deep IQ’s abilities direct you to roll on another table or to 
create a token. Often, there will be a modifier in parenthesis in these abilities. That 
modifier is applied to the die roll before consulting the table for the result of the 
roll. 

For example: You roll an ability that reads, “Create a 1/1 token (-4).” You 
then roll a 1d10 and get a ‘6.’ You subtract 4 (the modifier) from the 6 (the roll) 
and look at the ‘2’ result from the Token table. That is “+2/+0 and first strike.” A 
colorless, 3/1 token creature with first strike and no creature types will enter the 
battlefield under Syr Nobody’s control. 


Attacking 
You make all attacking and blocking decisions for Syr Nobody, just as you 
would when playing against yourself in a game of Goatee. 


End Phase 
Syr Nobody has no second main phase and moves from the end of their 
combat to the end of their turn. 


Land Destruction 

Because Action Tables roughly correspond to lands, land destruction will 
cause Syr Nobody to retreat to lower-numbered Action Tables. Destroying one land 
will move Syr Nobody back one table. Destroying two or more with one effect will 
move them back to Action Table I. 
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Other Setbacks 
If an effect would penalize Syr Nobody, but isn’t reflected within the play of 
Deep IQ, apply a negative modifier to Syr Nobody’s rolls for as long as the effect is 
in effect. The same should, naturally, apply to bonuses. 
Setback Modifier 
Mill 1, tap or disable a land ag 
Discard 1 card 


Mill for 15 or more 


Discard hand 


Tap down all lands 


Victory 
Syr Nobody doesn’t have a deck and does not draw cards and therefore 
cannot lose to being unable to draw a card. 


Rulings and Tips 

The tables for Deep IQ 2013, as currently found on the Wizards of the Coast 
website, are below and formatted for ease printing and reference. Y’know, like a 
reasonable person would do when presenting this charlie foxtrot of a format to a 
person. I’ve also included some rudimentary reference cards which you can print 
out to cut down on the administrative overhead of DIQ: 
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Table I Table II 


Do nothing. Do nothing. 
Laer | Sacrifice your best creature. 5-7 Put a 2/2 token on the 
battlefield (+0). 


9-1 Put a 1/1 token on the 
0 battlefield (-4). iat i Move Deep IQ up to Table IV. 


Advancement Roll: 1-9 9-1 Exile your best creature. 
0 
Advancement Roll: 1-8 


Table III 


cay 
(1d10) 


Put a 1/1 token on the battlefield (+1) and Deep IQ gets 
a free roll on Table II. 
Sacrifice your best creature. 


Destroy your best artifact or roll on Spooky Chart (-2). 
Advancement Roll: 1-7 


7 Move Deep IQ up to Table V and put a 1/1 token on the 
battlefield (+0). 
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Table IV 


easy 
(1d10) 


Sacrifice your two best creatures or take 4 damage. 


Put a 2/4 token on the battlefield (+7) or roll on Spooky 
Chart (-1). 


Roll on Spooky Chart (+0). 
Advancement Roll: 1-6 


Exile your best creature. 
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Table V 


Roll 
(1d10) 
Do nothing. 
Put a 3/4 token on the battlefield (+4) 


Put a 2/2 token on the battlefield (+2) and Deep IQ gets a 
free roll on Table III. 


Destroy all lands or put a 4/1 token on the battlefield (+3) 
Sacrifice your best creature or roll on Spooky Chart (+1) 
Roll on Spooky Chart (+2). 


Advancement Roll: 1-5 


. 
ee | Destroy your best creature, enchantment, or artifact. 
Put a 4/4 token on the battlefield (+1). 


Table VI 


Roll 
(1d10) 
Do nothing. 


Sacrifice all lands, creatures, and artifacts or put a 2/4 token 
on the battlefield (+3). 


Put a 4/5 token on the battlefield (+6). 


Destroy your best creature or you take 6 damage. 
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Token Chart 


Roll 
(1d10) 
No extra abilities. 


+2/+0 and first strike. 


Regeneration. If the creature uses this ability, subtract 2 from 
Deep IQ's next roll. 


+0/+3 and defender. 
First strike. 


Protection from: black (1-3), white (4-6), red (7-8), blue (9), 
or green (10). 


es 
a 

— 

es 
rs 
rs 
[incinerate 
es 
2 [ renee 
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When this creature enters the battlefield, sacrifice one of your 
creatures at random. 
First strike and shroud. 


Protection from a color (see #6), deathtouch, one more roll 
with the same modifier, and your weakest creature becomes 
unblockable. 


When this creature enters the battlefield, exile target 
permanent you control. 


Spooky Table 


Roll 
(1d10) 


1 or less Deep IQ plays an enchantment token. While this is on the 
battlefield, all of its creature tokens gain +1/+1. 


Deep IQ plays an artifact token. While this is on the battlefield, 
reroll the first "Do nothing" result of every turn. 


Deep IQ plays an enchantment token. While this is on the 
battlefield, Deep IQ gets +1 to all die rolls. 


Destroy all of your creatures, or all of your artifacts, or all of your 
enchantments. Treat Deep IQ's next roll as "Do nothing." 


Deep IQ gains 5 life and moves up to Table VI if it isn't already 
there. 


You take 10 damage. 


Zz Deep IQ plays an artifact token. While this is on the battlefield, it 
gets two table rolls every turn and takes the best one. 


Destroy all of your lands of one basic type (whichever is most 
inconvenient). Treat Deep IQ's next roll as "Do nothing." 
yee Exile the top twenty cards in your library. 
10 


Deep IQ plays an artifact token. When this comes on the 
battlefield, tap your best creature and it remains tapped as long 
as this artifact remains on the battlefield. If you lose your best 

creature, the next best creature becomes tapped, and so on. 


11 All of Deep IQ's tokens get a free roll on the token chart (+0). 
These additional abilities are permanent. 
12 


Deep IQ plays an enchantment token. While this is on the 
battlefield, it gets a free roll on Table II every time one of its 
permanents is destroyed or exiled. 


Deep IQ gains 20 life. 


Destroy all of your permanents. Treat Deep IQ's next roll as "Do 
nothing." 
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Demolition 
Source: http://www.angelfire.com/games4/magicvariants/Demolition.htm 


Rules 

The goal of this solitaire variant is to empty your hand and have no cards left 
in play. If you run out of cards, or take twenty damage, you lose. You may not use 
any discard spells or abilities. Your creatures may attack each other. Lands and 
other permanent cards can be destroyed using the appropriate spells. You may also 
destroy any card in play by paying its casting cost in life. Lands may be discarded 
from play at a rate of one per turn, at the cost of one life; additional lands may be 
removed at a cost of eight life points each. 


Hunsberger's Solitaire 


Created by Jeffery Hunsberger 
Source: http://www.angelfire.com/qames4/magicvariants/Hunsbergers Solitaire.htm 


The basic scenario for this game is that you are a mage that has been 
entrapped on another plane, and if you do not free yourself soon, your soul will be 
lost for all eternity. You must fight with whatever means necessary to free yourself 
from this domain. In this dimension you float in a fathomless chaos devoid of 
substance and order, a panoply of color and thoughts surround you as you fight to 
gain your freedom. Mana color does not exist here, as all colors exist in one. You 
need only to concentrate on the color you wish and it can be tapped and put into 
use to secure your freedom. The task is mighty. Already you can feel your form 
begin to fragment, chunks of thought spin off into the One. You begin to feel its 
pull. Resist. 


Starting the Game 

The game is begun by dealing cards into what is called the Timer deck. The 
object of the game is to do as many points of damage as you can before the cards 
in the Timer deck run out. The size of the Timer deck is fifteen cards. These cards 
are dealt off the top of your main deck and are put in a small pile to the player's 
right. Main decks can be any size. Larger decks can present problems because you 
are less apt to draw useful cards before your Timer deck runs out. 


If you feel you have too many cards in your main deck, the following variant 
works quite well. Shuffle well and take the first sixty cards that come into your 
hand and play a couple of games. Sixty seems to be a minimum for main decks as 
you are apt to run out of cards before you make it through your Timer deck with 
any less. Some interestingly high scores have been yielded this way. You don't 
necessarily need a bunch of "great" cards in your deck to get a high score. You just 
need a lot of luck and a few correct decisions. 
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The next step is to flip the top card of your Timer deck, placing it on top of 
the pile, and deal three cards from your main deck. Place these cards face up in a 
horizontal row next to your Timer deck. These four cards form your hand. Reserve 
space above your hand for what are called Save slots. These two spaces will hold 
cards, which can stay out when all the other cards go to the graveyard. The object 
of the game is to do the maximum amount of damage possible to your imprisoning 
enchantment in the amount of time allowed for by the Timer deck. 


Turn Sequence 
Flip timer card and deal three new cards from main deck. 


Untap cards. 


Cast spells, summon creatures and do damage with spells, artifacts, by 
tapping land, or creatures* 


Place new cards in save slots and discard cards they replace (except in cases 
of multiple lands). Save cards can have spells, enchantments, and sorceries cast on 
them. This does not count as another card as it is played on a card in Save slot. 


Discard all the cards in your hand (except for cards in the Save slots). 
*A card does not have to be in a Save slot to attack, just summoned. 


Step-By-Step 

Flip Timer card 

You do this to start your turn. Flip the top card in your Timer deck and then 
deal three cards from your main deck and lay them next to the Timer deck to form 
your hand. If the card you flip from your Timer deck is a land you may, if you wish, 
move it to an Save slot immediately and flip the next card in your Timer deck 
without dealing a completely new hand. 


Untap 
All lands that were tapped during the attack phase now become untapped. 


Cast spells, summon creatures and do damage with spells, artifacts, by 


tapping land, or creatures 
This is the portion of your turn where you cast spells and summon creatures 


to do damage to the enchantment that has imprisoned you. To cast a spell or 
summon you need only have the appropriate amount of mana. All mana is colorless 
in this realm. This is mainly to keep the people who use one or two color decks 
from cleaning up with the points. Besides this game is hard enough to win already. 
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You can attack with as many spells and creatures as you cast with available 
untapped mana. This will allow you to make multiple attacks using creatures in your 
Save slots as well as creatures in your hand. 


When you summon a creature, it has no summoning sickness, unlike in the 
regular Magic: the Gathering rules. When all of your mana is exhausted you then 
survey the damage you have done. You will find that most enchantments are not 
usable in this game. The only enchantments you can use are ones that affect your 
summoned creatures. Some enchantments have special abilities that are listed in 
the section marked Special Rules etc. When you summon a creature you denote its 
state by tapping it or turning it sideways, for a creature must attack the turn it is 
summoned. After you attack with a creature, you discard it immediately. 


Spells also function differently than the regular game of Magic: the Gathering 
in that if a spell has an offensive capability you can use that spell to do damage. 
This is done by paying your mana for the spell and doing damage equal to the 
amount of mana you used to cast it. If you have a spell like Stone Rain, you could 
spend the three mana and do three points of damage to the enchantment. These 
are generally sorcery spells and they have to have something on the card which 
says something like, "...destroy target..." 


Place new cards in Save slots and discard cards they replace 
You may, at this stage of your turn, place any cards you wish to save in the 


Save slots. They will replace the existing card that will then be placed into the 
graveyard. The exception is if the card is a land and you already have one land of 
that exact same color (yes, color matters here). You may then add this card to that 
stacked land. The stacks are limited to two cards. You can have two stacks of 
different colors in the Save slots but they cannot be mixed. 


If at any time you realize that you have mistakenly put too much land in a 
stack you take mana burn equal to the excess by discarding the appropriate 
number from the Timer deck. You do not have to move cards up to the Save slots 
immediately upon drawing them. You can use them and then move cards into their 
place. For example, if you draw two plains, and have a forest and Disintegrate in 
your Save slots, you can tap the two plains, the forest and use the Disintegrate 
(doing two damage), then move the two tapped plains to the Save slot currently 
occupied by the now expended Disintegrate. 


Discard all the cards in your hand 

Discard all cards that are not in your Save slots at this point. They all go face 
up to the graveyard. Spells which retrieve objects and creatures from the graveyard 
(Reconstruction, etc.) as well as Raise Dead spells work on this plane. 
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Ending the Game 

The game ends when you are out of Timer cards, pure and simple. You flip 
your last Timer card and finish out the turn and that's it. If you run out of cards in 
your main deck keep drawing cards from your Timer deck, trying to score points, 
until you have exhausted them. Tally up your score and if you have scored more 
than forty points of damage you have successfully escaped the mage's imprisoning 
enchantment. If you find that you are beating this goal regularly bump it up ten or 
so. This game was designed to be used with a sixty-card deck straight out of the 
shrink wrap so customized decks may not be suitable. 


To give a standard for high scores, scores are denoted by the number of 
cards in the deck and the number of points as such: 60/45 (meaning sixty cards, 
forty five points). 


Another variant for those who regularly surpass forty damage is to try and 
score as many points as you have cards in your main deck after dealing the Timer 
deck (deck size - fifteen) or try to score as many points as you have cards in your 
main deck. 


Special Rules and Exceptions 
e Festival - Free discard and attack without needing to turn new Timer deck 


card over. 

e Inquisition - Look at remaining cards in the Timer deck and assign 
damage as normal and then discard those cards. 

e Disenchant - Deal two points of damage when cast because you are trying 
to break out of the enchantment that holds you. 

e Righteousness - This requires white mana specifically to cast and you are 
the defender (7/7). This ability can only be used once per game and if the 
card comes up again in the same game it is discarded. 

e Drain Life - Does as much damage as you have mana but you can gain no 
more than one extra card. 

e Enchantments can only be cast on your own artifacts or creatures. Any 

enchantment that involved a "target" other than the cards in your current 

hand are of no use and are discarded at the beginning of your next turn. 

Some cards will not allow you to do anything and must be discarded: 

Wrath of God (unless you want to destroy you own creatures) 

Walls without power ratings 

Lots of blue spells (as there are a lot of defensive ones) such as Psychic 

Venom, Erosion, etc. 

e This just basically means that you have a wasted spot and that much less 
of a chance of surviving. Cards that give you life can only be used once 
(even artifacts). They function by adding the appropriate amount of cards 
to the Timer deck. 
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Instant Death 
If, at any time during the game, you have 8 mana producing lands out you 
are dead from extreme mana burn. You lose. 


Aaron's Solitaire 


Created by Aaron Sherman 


Source: http://www.angelfire.com/games4/magicvariants/Aarons Solitaire.htm 


Rules 

For this Solitaire variant you will use only one library. Your opponent will also 
use your deck. You and your imaginary opponent start with 20 life. Your goal is to 
reduce his life to 0 like a normal magic game. Use the following rules: 


You go first. Play your turn as normal. 

Next, take the top card off of the library and place it in your "opponent's" 
territory. Your opponent does not need mana to cast spells (not counting X spells, 
which are always zero unless there's lands that can be tapped or other mana 
sources in your opponents territory already). If the card makes no sense, discard it 
and draw again. If the card can be played on more than one card in play, use the 
following as a guideline, but in general try to do the best you can to damage your 
own position. In order of priority (if they apply): 

e Play it in your opponent's territory, unless it hurts your opponent or you 

cannot play it on your opponent. 

e Play it on the creature with the highest current power (use toughness to 

resolve ties, otherwise just toss a coin, or roll a die). 

Play it on the type of land that the player has the least of. 
Play it on the most recently cast spell that it can be cast on. 
Play it in the way that causes most damage to you. 


Your opponent will always attack with all creatures that can. It will also 
always block with all creatures that can (unless they were tapped to attack). This 
includes Jade Statue if it has the mana to use it. 

Your opponent will always block by matching highest toughness (it's) to 
lowest power (yours). 

This seemingly stupid play makes up for the fact that your opponent can cast 
any spell without needing any mana. You will find that this comes out pretty even 
with a five-color deck of commons. 
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Balance of Power 


Created by Bruce Zimov 


Source: http://www.angelfire.com/games4/magicvariants/Balance_of Power.htm 


Object of the Game 
To get four creatures out that cannot attack without being destroyed by a 
blocker. 


Layout 
There are four card slots arranged in a square, a graveyard, a mana stack, 
and a global area for global enchantments and global artifacts. 


Initial Setup 

Shuffle the deck and draw cards to fill the first slot. Continue drawing until 
you draw a creature card then go to the next slot and repeat. If you draw a global 
enchantment or a non-creature artifact then place that card in the global area. If 
Land is drawn, put it in the mana stack. Then continue drawing for the slot. If the 
card is a local enchantment, instant, or sorcery, place it in that slot and continue to 
draw for that slot. All cards drawn for that slot belong to the creature at the top of 
the slot. (Note: all cards are placed face up.) Continue until all four slots have a 
creature at the top. The casting cost of all creatures is zero. Other cards in the 
creature's slot are considered to be in the creature's spell bag. Costs for the 
creature's spells are paid when they are cast out of the bag. 


Play 

After the deal, there will be four creatures, some of which may have spells 
they own. There may be global enchantment or artifacts that affect the entire play 
environment, and there may be mana in the mana stack. Mana in the mana stack is 
available to any creature on its turn. Once a land is tapped for mana, it is destroyed 
and goes to the graveyard. 


Attack 

Creatures can only attack creatures in slots adjacent to them. Their spells 
can affect any slot. Target creatures must defend an attack if able. The creature in 
the upper right hand slot goes first. He can attack a neighbor, play a spell, or pass. 
The play moves counter-clockwise around the four slots. 


Damage Resolution 

If a creature takes lethal damage, then it and all of its spells, artifacts, and 
enchantments go to the graveyard. Then, draw from the stock for a new creature 
as before. 
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General 

If any text on a magic card makes no sense to this game, it is not valid. For 
example, life-affecting spells make no sense and are ignored. This is an extremely 
fun game with the right deck. 


Winning 

The game ends when no creature can burn any other creature, and when no 
creature can attack without being destroyed by a blocker. If an isolated creature 
cannot be blocked or is unblockable, it counts as being in balance toward the win 
conditions. When these conditions are met, you have achieved a “Balance of 
Power.” You lose the game if the library is exhausted. 


Fortress 


Created by Jack Lloyd 
Source: http://www.angelfire.com/games4/magicvariants/Fortress.htm 


The objective of The Fortress is to capture the fortress by killing all of your 
opponent's creatures and getting lucky on die rolls. 


Creating A Deck 

You play with a deck consisting only of land, fifteen creatures and one 
artifact. It is wise to put 3/3 and 4/4 creatures in, with low costs and no abilities, 
because abilities are not used in this version. No cards are restricted or banned, but 
you may only have three copies of each creature. 


Before The Game Starts 

Divide the deck into two parts, creatures in one, land and artifact in the 
other. Shuffle the creature deck, then draw any number of cards less than eight, 
depending on how tough you want your opponent to be. These are your opponent's 
creatures. Lay them out in a separate area from your cards. Now shuffle the 
remaining cards together. 


The Rules 

You start off with twenty life. If at any time your life reaches or goes below 
zero, you suffer total defeat. The game is played as normal Magic: The Gathering, 
except for the following differences: 


At the end of each turn, roll a die. If you roll a one, then you gain one life. If 
you roll a two, three or four, lose one life. If you roll a five or six, lose two life. 


The opponent cannot attack. 
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You may not use any abilities that creatures have. 


You may put down as many lands per turn as you like, but you take one 
damage for each land past the first each turn. 


You lose if you have no more creatures and no more cards in your deck. 


The opponent blocks as follows: 


He uses the creature with the lowest power/toughness that can still kill 
your creature and survive. 

If he cannot kill yours with any of his, he uses the creature with the 
lowest toughness that can survive blocking. 

If he cannot survive blocking your creature with any of his, he uses the 
one with the lowest power that can still kill your creature. 

If he cannot kill or survive yours he uses the one with the least total of 
power/toughness. 


When There Are No More Creatures... 

If you are alive until the turn after there are no more opposing creatures, 
then you attack the Fortress with all of your creatures. Count the total creature 
damage you are dealing to the fortress. Roll 3d6. Then look at the following table: 


If the total creature damage is greater than 3d6+5, you have barged 
through the door, killed all of the occupants and settle down to live in the 
Fortress. This is a total Victory. 

If the total creature damage is more than 3d6, you run inside and take 
control, but the occupants escape through a back entrance. This is a 
convincing victory. 

If the total creature damage is equal to 3d6, you ran inside, but it was 
deserted. The occupants had vanished. This is a victory. 

If the total creature damage is less than 3d6, you run inside and kill some 
of the occupants and some escape. In the process, though, you are badly 
wounded. This is a draw. 

If the total creature damage is less than 3d6-5, then you run inside and it 
is deserted. Suddenly, your reinforcements arrive. Just as enemy troops 
enter the hall. You must choose to play again or admit total defeat. 


Erewhon's Solitaire 


Created by Tulse X. Luper 
Source: http://www.angelfire.com/games4/magicvariants/Erewhons Solitiare.hAtm 
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Rules 

For this variant you will need to construct a solitaire deck. A deck of forty 
cards selected at random from a larger Magic stock is acceptable; you can 
experiment with larger decks and constructed decks, though those might not be as 
great a challenge. Next you will need to create a list of eight creatures for the 
opposing force. These are not represented by cards, but are written down, with 
characteristics determined by rolls of a die. 


Roll once for each of these characteristics: 

Power: 1d6 

Toughness: 1d6 

Flying: 1 in 6 

Color/Ward: 1: Black 2: Green 3: Blue 4: Red 5: White 6: 

Colorless/Artifact (Note: roll only once for this. The color you roll will 

be the color of the creature and what color it has protection from. If 

you roll a 6 then it is an artifact creature and has protection from 

artifacts. ) 

e Regenerate: 1 in 6 (if the creature has regeneration then it may 
regenerate once per turn.) 


Your goal of this variant is to kill as many enemy creatures as possible before 
running out of cards. Start the game by drawing one card at a time. Each draw is 
considered a turn. Like regular Magic, you may reserve up to seven cards under 
normal conditions before discarding. Discards and dead cards go to a graveyard off 
to one side. Cards in play are placed beyond your reserve. Tapped cards remain 
tapped until the next draw. 


You may only target your imaginary opponent with any spell or ability that 
does damage or causes loss of life. You may not target him with spells that cause 
him to sacrifice creatures. 


When attacking enemies, you may use a combination of creatures and spells 
but you may only announce your attacks once per turn. Unlike regular Magic, there 
is no summoning sickness, so creatures may attack on the same turn they are cast. 
A creature may only attack once per turn - tap the card per normal. When attacking 
you may decide what creature you will be attacking. You may have multiple 
creatures attack the same creature at the same time. For example you may have 
two of your creatures attack one of the enemies creature at the same time. 
Damage from the enemy creature should be divided in a way to kill the largest 
creature that it can. This means if you have a 4/4, 2/2, and a 1/1 and the opponent 
has a 4/2 then he would deal all the damage to the 4/4 but if he had a 3/3 then he 
would deal the damage to the 2/2 and 1/1. He would not assign the damage to the 
4/4 because he would not be able to kill him. Trample damage awards bonus points 
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above an enemy's toughness. Any life derived from spells, artifacts, etc., is 
expressed as extra points. Any life used to power spells is deducted as a penalty. 


Scoring 
The game ends when all enemies are destroyed or you run out of cards. Tally 
points in the following manner: 
e Add two point for each enemy destroyed. 
Add one point for every life you have above 20 
Add one point for every point of damage you did to the enemy. 
Subtract one point for each enemy still alive. 
Subtract one point for every card in your hand. 
Subtract one point for each card drawn during the game. 


Mountain Magic 


Created by Dean Maki 
Source: http://www.angelfire.com/games4/magicvariants/Mountain Magic.htm 


Introduction 

The war has been long and bloody. Both you and your enemy have suffered 
hard and heavy losses through your countless assaults and counterstrikes. Your 
resources are dwindling fast, and at times it seemed that you were about to lose 
control of it all. Fortunately, your enemy is in the same position. You stand in the 
middle of an uneasy, precarious balance, a balance that could shift in either 
direction with no warning at all. 


After what seemed to be eons of studying and incantations that nearly 
drained you of all your strength, you have located a place of immense power, 
power that could be used to banish your enemy from the face of the world forever. 
You ready the remainder of your troops to set for this place where victory will be 
yours. 


Shortly thereafter you catch a spy. Too late, the ogre had already informed 
your enemy of your plans and is also preparing his assault on the place of power. 
You are in need of utmost haste. Your enemy's last reported position of Ghazban is 
days closer than your current holdout in the Kerr Ridges. 


When you arrive at the foot of the mountain, you realize that your fears were 
not unfounded. Already the face of the mountain is dotted with countless campfires. 
Your advanced scouts report many sentry patrols. Your enemy is nearing the place 
of power near the mountain's summit. 
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Next morning at the break of day, you start your assault. This is unlikely to 
be the final battle, but it is probably the most important. 


Object 
To climb the Magic Mountain, bringing up enough forces to destroy the forces 
occupying it. 


Setup 

First you need to create a solitaire deck. This deck should compose of 
sixty-five cards with the following distribution (you can substitute an artifact for any 
non-land card, to a maximum of four artifacts): 

e Twenty lands, four of each color. Any multi-lands can be substituted 
for any land that generates either mana produced by the multi-land. 
Fifteen creatures, three from each color. 

Ten sorceries, two from each color. 
Ten enchantments, two from each color. 
Ten fast effects (interrupts and instants) of your choosing. 


Separate the land cards from the rest of the deck. Shuffle the land deck and 
the spell deck separately. Clear a rather large section of your table. Place the land 
deck on one side of the table and the spell deck on the other side. Turn over the 
first seven cards from your spell deck and place them in a row at the foot of the 
table. This represents your initial forces. From an unused deck of cards, choose five 
cards at random and place them face down without looking at them at the head of 
the table. These represent the forces occupying the mountain. These cards should 
be non-land cards. 


The Play 
Start by flipping over the top card in your spell deck. If you are able to, you 
can place this card on the next row, touching two cards in the row below it. If you 
are unable to play the card immediately, you must place it face up in your discard 
pile. You can place a card from the spell deck on two adjacent cards in a row if any 
of the following apply: 
e The new card has at least one thing in common with each of the cards 
below it. 
e The new card will complete a "set" with the two cards below it. A set 
includes: three types of spells (enchantment, sorcery and fast effect 
spells), or placing a card on two of its color's natural enemies. 


Continuing Play 

If, after placing any card on your mountain, you are able to legally place the 
first face up card in your graveyard on your mountain, you may do so. If you are 
unable to move any cards from your graveyard to the mountain, draw another card 
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and continue. Artifacts are wild cards. That is, they may be placed on any set of 
cards and any card may be placed on an artifact if it has something in common with 
the other card upon which it is placed. 


If you draw the last card from you spell deck and cannot legally place it or 
complete the mountain, you have failed to climb the mountain and lose 
immediately. 


When the Mountain is Complete 

When the mountain is complete, trace a path from the top card to the bottom 
of the mountain. These cards represent the forces you will use to overthrow the 
occupying forces. The path is chosen as such: starting with the top card, choose 
one of the cards it is touching in the row below it. Repeat with the chosen card until 
you choose a card in the bottom row. 


After having chosen your forces, turn over the five cards representing the 
occupying forces and do battle. You may want to remove the chosen cards from the 
mountain at this point. 


Battle 

Both you and your "opponent" draw from your mana deck. You and your 
enemy use mana to power your cards. A card is considered powered when it has 
received enough mana to satisfy its colored mana requirement. Artifacts cannot be 
powered. They are under a damping field. 


Draw a card from the mana deck. If any of your cards are able to use that 
colored mana place it on the card. If the card is powered, you may use it. 
Otherwise, draw a card for your opponent. If your opponent can use this mana, it 
shall be used. If any choice is involved, follow this order: 

e Counterspells, power sinks, spell blasts, etc. 

e Damage dealing spells 

e Creatures 


You are allowed to place only one land card per turn. You and your opponent 
continue to take turns drawing cards until the mana deck is empty or one of the 
forces is eliminated. After a card is used, it becomes unpowered and must be 
powered again before it is reused. 


Creature Battle 

Powered creatures can attack any one creature of the opposing forces. If 
more than one creature is powered, they may attack the same creature. Compare 
power vs. toughness and remove any dead creatures from play. The opposing 
forces will always assign damage to kill the greatest number of creatures. Powered 
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creatures of the opponents will attack the creature with the highest power, 
providing it can survive the attack. 


Only flyers can launch an attack against a powered flyer. If a landwalker is 
powered, it can only be attacked by another landwalker of the same type. If a 
powered creature has a special ability, it may be used. Special abilities which have 
an activation cost must be powered separately at the cost written on the card. 
These abilities can be "stacked" or saved up by paying for more than one use. If 
part of the cost to use the special ability requires that the card become tapped, the 
creature will become unpowered. 


Spell Battle 

Powered damage dealing spells with an X as the casting cost will have X 
large enough to do exactly the amount needed to kill the creature it is targeting. 
Spells of this nature powered by the opponent will be targeted at your creature with 
the highest power. Powered counterspell effects can be targeted at sorceries, 
instants and interrupts, whether powered or not. They cannot be targeted at 
creatures; they have been summoned long ago. If a spell is counterspelled, it is 
removed from play. Counterspells by your opponent will first target your 
counterspells, then your damage dealing spells. Counterspells with an X as part of 
the casting cost will have X large enough to be exactly the amount needed to 
counter the target spell. X-spells that do not cause damage or counter spells will 
have an X equal to three. 


Special Rules 

Effects that cause a powered card to become tapped unpower it. Effects that 
cause an unpowered card to become tapped remove the target card from the game. 
Effects that cause an unpowered card to become untapped power it. Powered cards 
cannot benefit from "untapping". 


If you are forced to pick up extra cards, take them from the land deck. 
Remember that you are allowed to place only one land per turn. The extras must be 
discarded immediately. If you are forced to discard, discard from the top of the land 
deck. This includes the card that would normally have been drawn by the wizard 
targeted by the effect. These cards are out of play for the remainder of the game. 


If an effect calls for the destruction of a land, destroy the next land card to 
be drawn by the wizard targeted by the effect. 


Upkeep costs for creatures must be paid immediately upon powering of the 
creature. Upkeep costs must only be paid once for each power up. If the cost 
cannot be paid upon power up, then the creature will refuse to serve you and walk 
from the battlefield. Unpowered creatures do not require upkeep payment. 
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Effects that cause the emptying of a mana pool will cause all cards of the 
target wizard to become unpowered. Cards that would normally have been drawn 
from your library due to some effect must be drawn from the cards remaining in 
your mountain. 


End of Game 
The game can end in any of the following ways: 


Your forces destroy all cards in the enemy's territory. You find him and 
say "NI" until he goes mad and jumps off of a cliff. This is a total victory. 
You draw your last mana card and your opponent has spells in play, but 
no creatures. All spells fizzle. Your remaining creatures can take over the 
mountain. This is a victory. 

You draw your last mana card and neither you nor your opponent has any 
creatures in play. All spells fizzle. You have fought for naught. This is a 
draw. 

Your draw your last mana card and both your and your opponent have 
creatures in play. All spells fizzle. A passing Shivan Dragon sees your 
exhausted troops and decides to have lunch. This is a draw. 

You draw your last mana card and you have no creatures in play. Your 
opponent's remaining creatures have a firm hold on the mountain. Try 
again tomorrow. This is a defeat. 


Your enemy destroys all your cards. He then finds you hiding under a 
shrubbery, whimpering and calling for your mommy. He forces you to watch reruns 
of the Smurfs dubbed in Icelandic with Russian subtitles. This is an absolute, total, 
humiliating defeat. Have a nice day. 
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Errata 


November 2019: RIP Dovin Baan 


Early drafts of rules for creatures attacking other creatures included an optional rule called 
complex blocking. | can’t find a source for it or a format where it was used. | may have lost them 
in here, so those rules are included here: 

e Optionally, there may be some rules which involve Complex Blocking, where 
you can’t attack an opposing creature with your creature unless your 
creature could block that opposing creature. The words are messy, but the 
concept is simple. If your bear can’t block an opposing bird with flying, why 
would it be able to attack that bird? Complex blocking rules leave 
Gravecrawler aggressively eyeing a Wall of Torches to no great effect and 
introduces a separate issue of how landwalk works, but that’s why it’s 
optional. 
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